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lusti out this ardor form, 


pete چ‎ кімні 
К 44! и 
à 4 и 1 N a rmn nta 
А. амепанреа 
ry i BE or Dol 
WA 98073-5743 Canadian 
fesidents be sura to use an 
international postage Stamp. 
Г YES! SEND TWO FULL YEARS 
of club benefits, including 24 issues of Nintendo 
Power for just $30!* 
Г YESI SEND ONE FULL YEAR 
of club benefits, including 12 issues of Nintendo 
Power for just $15!" 


"Pnces ksted apply to 05. residents only Washington State residents 
add 82%, sales tax tote! $2245 fo a 2 year membership and 91823 for 
а ! year membership. Canadian residents pay $44 94 Canadian лв: 
fora 2-year membership and $2247 for a year membership (ncludes. 
all apphcabte taxes] 


Detach бе д certificate, ican the length of the membership you re 
quang (or years) and you've gotthe hottest hoiday git 
al wrapped up. 
















SEND THIS MEMBERSHIP GIFT TO: 








Please provide us with your name, address and 
phone number in case we need to contact you 
regarding this gift membership 























П Check or Money Order (Payable to Nintendo) 
Пия ГО Mastercard 
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CREDIT CARD NUMBER EXP DATE 
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PUT IT UNDER THE TREE! 
CALLT-800-255-3700 
TO GIVE A MEMBERSHIP! 
oi. oc wm 


(Tha Nintendo representative wil need to speak ie Ihe person whose name 
appears on the credit card) 


it's everything a Nintendo 
Player could want! Soon 
you'll be one of nearly a 
million players that get 
Nintendo Power = 
Magazine every month, 
pis you'll get Power 
frading Cards to collect 
and win game paks, 
$3600 т Power қ 
Certificates, а members- ` 
only Super Power Issue, 
and a free system —= 
cleaning. You'llgetan — ( 
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Is coming all year long! 






i А | 
It's everything á Nintendo Player could want! 


dust look at everything you'll be giving for only $15! Every every month! There's also a members-only Super 
month, Ii the tips, tricks and strategies 1 Power Issue in January, $36 00 in Power Certificates to 
Nintendo Power is famous lor, plus we'll send them l use like cash toward popular game paks for all three 
Power Trading Cards they can collect to win game paks l systems, and a certificate for a free system cleaning. 


CALL 1-800-255-3700 TO GIVE A MEMBERSHIP! 





‘ter by VISA or MasterCard. бей Mon-Sat. Anum to 12 ттр Pacific Standard Time (PST) Sunday 6a. o jm. (The Nintendo repreaentotve wi need to speak to the parson whose namo appears on tho сге cant) 


The new SUPER NES CONTROL SET" gives 
you the ultimate power of choice, We've given 
Mario a break by taking the Game Pak out of 
the package and lowered the price to put the 
control where it belongs -- with you! So the 
question arises: Which game will you buy 
first? How about the arcade sensation Street 
Fighter П? It's a knock out! Are you into art? 


PUNIPE 
Een TRIER 


mmm 
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SUPER NES: 


CONTROL SE 





Mario Paint (sold with the new Super NES 
Mouse) may be just the ticket. How about the 
new epic Legend of Zelda game? F-Zero? 
Final Fantasy II? Are your sights set on the 
amazing Super Scope 6? The choice is yours. 
And with a price tag of only $99,99* lookin’ 
you in tbe face, how can you refuse? Exercise 
your power to choose. CHOOSE CONTROL! 





Make your choice from over 125 Super NES games 
planned for release by the end of the year. 


P. 


* Suggested retail price, 
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Туе got all three Nintendo systems and 
I'm pleased with every one. What I 
look for in a game is its graphics, 
sound, style and difficulty. Metroid II 
is a perfect example. The one thing I've 
looked for and found in every 
Nintendo product is quality. One more 
thing: get the Super NES. It’s worth 
it...trust me. 


Chris Olien 
Lawrenceville, GA 


The Super NES is by far the superior 
16-bit video game system. Many com- 
petitors’ games fall behind in graphics, 
play control and overall quality. The 
Super NES looks the best, plays the 
best and just feels the best. Keep up the 
good work! 
Jason Gerstorff 
Louisville, KY 


I believe that Super NES games arc ten 

times more challenging than games for 

other systems and with the price of the 

Super NES getting lower...there’s no 

comparison. 

Jason N. Bruck 
Marietta, NY 








CD ROM NEWS! 





Yoshi stowed away 
headed back fri 
Dinosaur Land. 
was chewing on в 
Power. After I g 
saw your Player's 
and I both agree that the NES, Super 
NES and Game е the best! We 
think из because of the endless hours 
e says the Game Во 
о. ГИ mail Yoshi 
enough stamps. 
Joe Rheaume 
Madison, WI 








rd, Nintendo has anr 
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‘Why arent there any good games com- 
ing out for the NES now? I dont have 
a Super NES! 


Stephen Tate 
Albuquerque, NM 


Well, Stephen, there are great games com- 
ing for the NES, Mega Man V, for exam- 
ple, but it does seem like a lot of game 
developers are concentrating their efforts 
on Super NES titles. However, devel 
know that they cant avoid the immense 
number of NES owners for too long. You 
can always look through the NES library 
again, Stephen. With over 500 NES 
games available, maybe theres a game 
you may have missed! 


(Which section in Nintendo Power 


would you climinate to make room 
for YOUR monthly column? What 
would you call your new section 
and what would you put in it to | 
make it irresistible for other readers 
and playcrs? Wed like to know! 


TIPS DAWED 


NIN 












CENTIPEDE 


SUPER R-TYPE 


#10 
DRAGON WARRIOR Ш 








RARE/ 
BATTLETOADS 





CONTEST WINNER 


Eric Hince, from Chicago Ridge, IL, was sclected as the winner of our Player's Poll 
contest from Volume 32. Last June, Eric, two of his family members, a friend and а 
Nintendo Power Editor jetted across the Atlantic ocean to jolly ol’ England to visit 
the Rare Soft offices and to see the British sights. Rare is operated by the Stamper 


brothers, Tim and Chris. 
"Their company is respon- 
sible for programming 
the immensely popular 
Battletoads games. Eric 
got to sce the Super NES 
verison of Battletoads 
while it was still under 
construction. He also had 
an opportunity to meet 
with the developers and 
programmers and offer 
some suggestions on vari- 


24 


ous aspects of the new Er, along with Chris {lef}, ond Tim [fight Stamper bosk in the 
glow of the Rare affices ond the new Super NES Ванежаф game 


BattleManiacs game! 





EDITOR'S CORNER 


Just who are George and Rob, anyway? This 
ва question which I've been bearing from a 

at number of readers Well, ГИ tell you a 
E about them. George Sinfield 1s a Staff 
Editor for Nintendo Power and has been 
reviewing and writing about games since we 
started the magazine He 15 a member of 
Nintendos Game Evaluation squad. Rob 
Noel is a member of the Game Evaluation 
team as well and або fills the position of 
Assistant Trade Advertising Manager for 
Nintendo's Marketing Division Both 
George and Rob play active roles in belpin, 
Nintendo produce the best games possibi 
and they don't ре any punches m their 
Now Playmg column. Trust them 


Gail Tilden 
Editor in Chief 














PHONE DIRECTORY 





Nintendo Power Subscriptions 


1-800-521-090! 
Subseripfions ond renewals only- 
24 hours a day, 7 days a week | 


Consumer Service ! 


1-800-255-3700 
{TDD 1-800-422-4281) 


Call for service, general assistance or to 
change your address between 4 a.m. and 
midnight Pacific time, Monday through 
Saturday or ó ат end 7 p.m. Sunday. 
Spanish and French-speaking representatives 
ara available, 


Game Counseling 


1-206-885-7529 
(TDD 1-206-883-9714) 


Stumped by a game? Call our Gama 
Counselors for help between 4 a.m. ond mid- 
night Расте Tima, Monday through Saturday. 
o 6 am. ond 7 pm. Sunday. I's long dis- 
tance, so before you coll, be sure Io get per- 
mission from whomever pays the bill 
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Batman and related elements aro ihe pro 
TM & © 1992, All Rights Reserved © 199 





ЖЕР; 
THE BAT, THE CAT, THE PENGUIN 


It may he winter in Gotham City, hut things are ahout to heat up. While The Penguin hatches 
sinister plans, Catwoman lurks in the shadows and the Bat-Signal heams into the night. Konami’s 
NES adaptation follows the movie story line in cinema scenes, hut the real action lies in six knock 
down stages with the Dark Knight. A great variety of attacks includes Jump Kicks, Slides, and the 
Spinning Cape, plus the use of selected gadgets. Itis more of a street fight than the original Sunsoft 
game, hut the challenge remains. It is time for Batman to return. 


The Red Triangle Circus Gang bursts out of a giant 
gift box and the citizens are thrown into terror and 
confusion. Batman must take back the streets 


11 START SMALL HEART SMALL HEART (SMALL HEART ) 


) | MANEL 
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s " The following are the yademark properly al DC Comici inc. Gutta City, the Penguin, Galwaman, Bat-Signal, Dark Knighl, Rad 
ә NINTENDO POWER Triangle Circus Gang, Ваюгала: Balmobila, Bruce Wayne, Cowald Cobblepol E p 


| BATMAN 
| RETURNS 


The Thin Clown is the most basic anamy in the game Most enemies, including Thin Clowns, come in a Gon Clowns fire three shots in o row =t Batman, 
er usi Йу attacks in groups of two or three. A few variety of colors. Sometimes the different colored but not continuously, Quickly approach and Punch 
blows will foas are stronger, but 
өш defaat each 
one, but you 
must be газду 
to contend with. 
tracks. Бот 
the front ami 
bahin’ 


Sfilt Walkers usually show up in Peka. Thay bave Fat Clowns alta appe ir in pairs. Usually, о third These аа ving entertainers ərə no jale. Tha 
а mean Й, Я they dont use it often. В ls easy Fat Clown oppeors affer one of he original pair Ninja Clown ean bestyou with a tekor karate kicks 
39 close in on them 104 knock them off thair stilts n 1$ defeoted. These Use your Punch attack when you're diese to him 
using either a Punch or Jump Kick, | 3 rolly polly foes can an 1 
| 2 j take = beating. 

Watch put for their 

rolls and hops. A mias, узу con let them 

Jump Kick fal- = | coma to Batman, but ysu 

lowed by а Punch j should go fer Ни guy 

is the best attack. PELE AA ак soon os be appears, 


Skalajon Bikers гу to run over Batman, sometimes The Thug group of enemies is one of the most Fira Ereathers have two strong attacks: the Fire 
singly and sometimes in pairs. Thea Jump Kicks persistant in the goma. i Breath ond the Pitch Fork. Always <proach them on |, 
will knock the bi an angle to aveld being 
be ded bikers to the 71 EES hit by a fire ball. Whee 
ground. Watch aut for line of Ёге ond dase 2 ЙӨ) you're close, Jump Kick 
the fast Wheelies in in to Punch them. ¿ = 3 "Ше Fire Beenther and 
the lower рай of the P follow it with a Punch, 
seruen. You'll have чә: É then back off te the far 
lass time із attack or 9 ж sida of the screen to 
to get aut of the way valid the Pitch Fork. 


These | ides ore skillad with their cutlery, but Thugs always seem to work in teams, As many as The Acrobat's attack consists of flying вотаге Мн. 

predictable in their patterns of movement. Lure three Thugs moy close in on Batman ot o time. Move бітесі at Batman, If you stand just beyond the 

tham to the top af the screen, then attack when | | to the top or bottom «£ the screen to reduce | 

thay daw evan with Batman. the sides on which 

ж š you can be attacked. 

If all three close in, Punch him when 
Jump Kick away from he comas down. 
them. Try to get to Look for a spat 
« ch Thug by himself | " BEER in the middle of 


before attacking, fhe screen,‏ تھ 





SLIP AND SLIDE 


The slick ice keeps 
Batman on the move 


evan when he wants 
to stop. If you hove 
trouble slipping то | 
‘enemies, use the 

ж- Slide attack to 
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Catwoman may have had notions of teaming up with Batman, 
but now she 1s sctting him up for the fall. Batman must race to 
the roof to try to save the Ice Princess. 


2-1 START BATARANG SMALL HEART (SMALL HEART ) 


ii | Ma LU + 


i ; Т 
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TOY HELICOPTERS 


On the second floor, Satman is bombed by three Toy 
A. THIN CLOWN Helicopters. Each bom blows a large hole in the floor 
B. THIN CLOWNS 2 CRM Best Hook to graund the helicopters 
C. GUN CLOWN 
О. STILT WALKER 
E. FAT CLOWN 
F. NINJA CLOWN 
G. SKELETON BIKER 
H. SHOOTING THUG 
1. FIRE BREATHER 
J. KNIFE THROWER 
к. THUG 
L. ACROBATS 


STAGE 3: THE ICE PRINCESS 


Batman is looking high and low for the Icc Princess. You can eavesdrop on The Penguin 
if you sneak into the buildings, but if you don't climb through the correct window, you 
may be trapped m this stage forever. 





ЗЕ START ` C УВ HEART _ BAT SLIDE $2 
— ө Clowns and Skeleton Bikers aren't your ar а: 
i only problem on the rooftop Gravity 1 
| | | | also work: against Batman Аз you fight, 4 
а) 4 Wik! al ! youll slide ever claser to the edge af the 
— жете —— La = p = 
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CAPS EYES 

Use the Grappling Hook to break the glass 
eyes of the со! statues in Shreck s Deportment 
Stare One of the eyes contains a Small Heart, 
and the other cantans g speclol formula tn a 
Test Tube thot ean be used against Catwoman. 


ze P El = z 
H | 






N 
INS AND OUTS 


The stage becomes an endless loop unless you enter the 

correct window. Сить into Window 1 as indicated on 

i| the map. In the room, you must defeat some of the Red 

Triangle Circus Gang. When you ex, you ваа through 
finde З. Now you con reach the end. 





` BATMAN - 
RETURNS 





E т. pe —— m =н 
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2-5 


3: CAT WOM, AJ N 








| 5: 3:1 DOUBLE 
| TROUBLE 
m” 











‚И. 


YOU KILLED HER, 
| АА 


= n 


STAGE 4: THE CIRCUS TRAIN 


The Batmobile ts in hot pursuit of the Circus Train while coming under attack from 
all sides If you survive, the Circus изе ıs filled with enemies including the machine- 
gun toting Organ Grinder. 





STAGE 5: PENGUINS ARMY 


Don’t these clowns ever give up? Not with The Penguin in | control, Batman has 
another tough street fight before tracking down The Penguin's remote control, 
which controls his feathered friends. 


5-1 START 


The final battle with The Penguin takes place in the Arctic Worl 
Pavilion where Batman slips headlong mto danger on the icy ground. 
To get there, he'll have to race through the sewers in his flying 
machine 


SLIDE, DONT SLIP nn m: 


Whenaver Batman takes в step, he'll slip forward 
out of control for two spaces, Instead, mave using #3 
the Slide technique. You'll stop just like normal, 
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- BATMAN | 
| RETURNS 











BIG HEART 


- STILT WALKER 

. FAT CLOWN 

- NINJA CLOWN 

« SKELETON BIKER 
HOOTING THUG 

. FIRE BREATHER 

- KNIFE THROWER 
THUG 

- ACROBATS 


медь оттоо со» 


А MESSAGE 
IN THE PARK 


Catwoman gives you the 
зсоор about The Penguins 
HQ liis from hers that he 
controls his flack of bird- 
brained bombers Youll have 
to Бома your моу past The 
Penguins army 


E p 4 г y y 
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Junior... Jamas Bond Jr. axplodas 
onto tha NES scena with this axcit- 
ing spy adventure from T*HQ. Tha 
sinister S.C.UM. Lord has kid- 
napped tha greatest scientific 
minds on Earth. As James, your 
assignment is to fly undercover to 
S C.U.M. Lord's remote Caribbaan 
island and save the sciantists. т 
four dangerous missions, you'll dis- 
mantle the island's dafensas, steal 
tha bluaprints for the S.C.U.M. 
Lord's weapon, dastroy a sacret 
munitions factory and free tha 
scientists. Tima is tight and your 
enamies ere very crefty. You'll only 
succeed if you live up to your fa- 
mous uncle's super spy reputation. 
2 1992 T*HQ Inc 

2 1992 Eon Productions Lid Mac B. Inc. 
Logo © 1991 Danjag SA. & UAC. 













САМ. Lord's island 
is protected by five Missiles 
which will be activated in 45 
minutes. Your first mission в to 
track down these devices and 
disable their weapons systems, 
This assignment requires quick reflexes and 
à keen mind, The only way to make the 
Missiles harmless is by cracking the codes 
for cach Missile Computer. 





















You'll disable the device by matching the 
computer grid to the picture. Enter this controller 
codo to solve the puzzle A, Leit, A, Left, Left, 
A, Right 













^ solution for this Mis 
B, Up, Right, Right, 
Down, Down, А, A, 


У | ти | GUB Ku 






ES 
Dangers of the deep are plentiful Youll only survive by strapping 
on the Scuba Gear and swimming around the mines and fish that fill 
e this underwater passage 
> US The contraller code 







Grab this package ta mox out your 
Bullet count of 99 


Chow down on this snack ond bring 
back three health meter units, 


This bite-sized PowerUp will replenish 


о single unit of health, 


By securing this device, you'll have 99 
Bomb-tossing opportunilies 





Тор SECRET SPY GEAR 


A powerful Nuke Bomb destroys ali 
enemies in the immediate усишу 


А flash of light from o Flore stuns 
enemies who oren t prepared. 





Sirop on ius high tech item ond soar to 
new heights, 


This is о must-have item for underwoter 
exploroton. 


Another Missile is about to 
lounch. Use your keen spy 
mind to figure out the puzzle 
оп your cvm ond turn off the 


An underwater passoge 
leads to this device Swim 
through with Scuba Gear, 
then run to the computer ond 
disable the explasive, 















When the Shield is activated, youl! be 
protected with temporary invincibility 


Grab the master spy s likeness to earn 
ап extra life in reserve 


You il buy more fime for mission 
completion by collecting this item 


Pick up precious stones to improve your 
super spy score 


Ones all of the Missiles ore dismantled and a раз 
of turrets have been destroyed, you con estope. 


The final Missile в protected by а 
very Incky computer puzzle Show 
your smarts ond knock it out of 


commission. 


Your intense physical traiting wall pay off as you jump from one break-awoy block to 
encther in this section of the maze. 













Now that the island's defenses are destroyed, you SC UM. Lord's office. Find the safes m the office 
can get down to stopping the construction of the World and steal their contents before your cover is blown. You 
Domination Device. Six blueprints are locked away m have 25 minutes to carry out this mission 
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The corridors of the office ore connected 
with doorways, Open the doors by 
pressing Up ond Down on the Control Pad. 
















А narrow hole in 
this passage leads 
to another mochine 


room. Drop into the 
area and blast the 
devices оп the 
machine room 
wells. 





You can blast your way ínta o hard-to-find machine room 
by placing a Bomb on the floor in the designated orea on 


the map. Destroy the machines in the room, then move on. š 








{he best way to knock out the Missles that 
ngerous area is by using. 
bs 





А рон of 1-Ups float in midair in thes section. 
Use the Jes Pac Ка remeve them. 


Айч all six machine rooms ora dismantled, you l| be 
able to escape through this door 







There are four digits to cach safe 
combination. You have nine 
chances to find the nght set of 
numbers. Try one set, then change 
the digits that don’t match and try 
again. The odds are that you'll 
crack each combmation after one 
or two attempts. 


Fi 


Six of the nine safes in 
SCUM Lords office 
contain blueprints 
Three of them contain. 
Bombs, Watch out! 








Now that the World Domination 
Device 15 a thing of the past, all that 
remains to do is save the scientists 
from ther captivity and make 
SCUM. Lord pay for his crimes. 


Es 


таа | 


БШМ. LORD LUE 


You may save the scientists, but you 
won't capture SC.LUM. Lord the 
first ume through your four mis- 
sions Fly through the missions again 
and go after the man in charge. 





fir bal Fal «та AS PSV 


-fhis Pak has it all; real teams and defense 
1-32 season, Des se daa two minor 















SETETE m] DOUBLE LOW CLEAR OUT POST HIGH 
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FORWARD LOOKING 






KEEP MOVING 


"Ва ` 
P una ea 3 са = 
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, COVER YOUR MAN 








Coesors Paloce. 








‘Will you leave in a limo or join other losers on the 
first bus out of town? The Cashier dutifully doles 
out your $1,000 and wishes you luck. You'll need 
them both. МЕ. 


|: Ah 


LAS VE 


Video Poker 15 the name, five-card draw 18 the 
game. It’s a good place to start if you're a shrewd 


poker player. A pair, Jacks or better, wins back 





Video gamblers ore in luckl Virgin Gomes is introducing the 
NES version af its popular Game Boy gombler, Caesors 
Poloce. Now you can sounter through the colorful casino 
known os ane af the best in Los Vegos ond bet on ony one af 
the palace standords, from Slot Machines to Roulette. Yau 
arrive in o taxi; whot you leave in depends on what you da 
with vour $1,000 bankrall. Lasers pile onto o taur bus, but 
the reolly blg winners leove by limo. Odds ore that if you like 
the thrill of gambling but not the risk af lasing your own 
hord-eorned daugh, you'll cotch the gambling fever ot NES 







Its 8 алп. when you first walk through the doors at 
Caesars Palace. You can exit at any time to check 
the temperature and see how long you've been 
playing. 












19 the sows of Slots, you'll find $1, $5, $25, 

$100 and $500 machines. Riches of Rome 

and Magnificent 7 are threedine slots, Foun- 

tains of Fortune is four-line, If you drop one 

coin into the three-line types, the center line 

[E Drop one or two more to make the 
lines pay, too. 


unt to 21, you can win at Black Jack, 
їп Caesars Palace, you can. Double 
two cards total 10 or 11, Split if 
and buy insutance if the Dealer 


With patience and a little luck, you can make big 
money on the Big Six Money Wheel, Odds are 
best (40-1) on the “Cleo” and "Caesar" spaces, but 
you're more likely to win bettmg 1 or 2, the most | 
common spaces on (ШЕ wheel. E 
ура ЖЛ xou 
"T a * 


- T. 
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SMEGAFORC 
E From Agent #321 
Difficulty Indicator 


The last digit of the score in Space Megaforce is usually a "0^ 
because all of the score values are muluples of ten. You can 
change that, and use the last digit as an indicator of dangers 
to come, by entering a quick code on the title screen. Press 
the Select Burton twice and hold it. The cursor should be 
pointing to the Options entry. Then press the Stare Button to 
enter the Options screen. This slight maneuver will cause а 
change in the game. When you ски the Options screen and 
begin the game, the last digit of the score will be “Û” as 
always. When you get into trickier territory, the digit will 
change, indicating the level of danger in the areas ahead. A 
“0” signifies the easiest arcas and a "7" marks the most diffi- 
cult areas. 





MUSIE за 
OUND o£ 
VOICE э 
TT 
TEST 


< тун 





Hold Select os the cursor points to 


The code will be complete when you 
“Options " Then press Stort 


enter the Ophans screen 


е» 


V 








4 


Үй 





Begin your mission and keep on eye 
an the lost digit of your score 


Quick Reset 


If you're far from the Control Deck and you'd like to reset 
your game musston without walking across the toom, you can 
enter a quick code instead. Press the L, R, Start and Select 
Buttons simultaneously to start from square one. 


BOSE O mos dU eos, 
e тате 
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Е From Agent #817 
№ Вгатег 


Last issue we discussed an area in Stage Three of this soon-to- 
be-combat-classic where you can stand still and fire your 
weapon endlessly to carn points and 1-Ups without effort. 
Our agents have found two other places where this type of 
technique works, and they're both in Stage One. You'll find a 
futuristic vehicle Just past the mission starting point. Instead 
of blasting apart this cool car, you can jump over it and use ıt 
to shield your fighter from attacks on the left side. Keep firing 
to the right and let the enemies run into your blasts. You'll 
carn enough points for a 1-Up every few minutes. If you 
leave this safe point and bartle on, you'll eventually carn 
Homing Missiles, Take them to the next high platform, out 
of the way of the activity on che ground, and use them to 
blast all of the enemies that come within range. 





Stond on the right side of this cor and 
blast enemies as they approach You'll 
get “em every hme 


Find Homing Missiles in Stage Опе 
ed eid tis pee nas Fd 
platform for easy blasting 


It will take quite some ume to build a large number of 1-Ups 
using this technique. In situations such as this, you can wrap 
a tubber band around the controller so that there 15 constant 
pressure on the Y Button. Then, you'll be free to walk away 
and let your fighter rack up the points on his own, In the 
highest difficulty mode, you sbould be able to build up the 
maximum of 29 fighters in reserve in a few hours. If you leave 
the game on for a long time, remember to turn your monitor 
off so a static image won't bum in to it. 





Е From Agent #617 
Secret Zones 


Our agents have uncovered a total of eight Power- Up-filled 
secret zones im four of Phalanx's stages By piloting your ship 
into the designated arcas, you can warp to these areas and 
pick up a few special items. 


STAGE TWO 







Fly up into the designated mechanism 
lo warp into the frst secret zone 


Alter you beat the mid stage boss, youl 





find this hatch to споћег zone 


Yau || find this secret zone entrance There s another zone entrance about 
near the beginning of the Bia Cove one third of the way through the cave 


STAGE FOUR 





Fly info this second big ship ofter the 


Shortly after На first zone of this stage, 
mid-stage boss to enter a secret zone, 


you'll find another zone entrance 


STAGE EIGHT 





The last secrat zone entrance is on the 


id half of this stage. 

















unter large enemies in the secret zones When you defeat those 
huge mechanoids they'll blow apart and leave Power Ups behind 





AR 
ES 


Е From Agent #126 
Stock up on 1-Ups 


Just before you reach the end of the “Land of the 
Sandpeople” in this action epic, you'll encounter the second 
long expanse of the stage, with only floating rocks to bridge 
the gap There's a 1-Up chamber nearby. Step off the cliff 
and work your way toward the wall as you fall. You'll land on 
a ledge which leads to a small cave Jump onto the rock in the 
cave and fire at the cave walls Random blasting will make 
several 1-Ups appear. Collect them, then drop off the ledge 
араш or let the falling rocks knock out your energy. You'll 
lose one of your lives in reserve and begin again at the top of 
the сї At chis point, you can either cross the gap and com- 
plete the stage or drop off the cliff again and carn more 1- 
Ups. You should be able to carn an average of five 1-Ups 
everytime you perform this manuver. This will ready you for 
allenges ahead. 








the awesome ci 





NES praet 
рота 





ma 5 


Step aff this "Land of the Sandpsople” You ола on a small ledge which 
cliff and work your way to the left m leads to o cave carved in the side of 


midarr М the dif 










Enter the cave and fi 
ground the room to m 
Ups appear 


por or Collect he 
аке = 


xal 1 


1-Up: ond jump off the 
edge. You con then move on or go for 
more 1-Ups. 
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| From Agent #111 


Aftet you've lost all of yout lives 1n reserve while attempting 
to save the Addams Family, you can carn more lives by step- 
ping into a hidden room. There are two doors on the Game 
Over screen. Walk off the left edge of the screen before you 
open either of them and you'll end up in a hidden area that 
contams four floating 1-Ups. Collect these valuable items and 
return to the previous scteen Open the “Continue” doot and 
move on with four additional lives in reserve. 


RESCUE ATTEMPT 
F ten 





ignare the doors and wolk aff the te} — Collect these hidden 1-Ups, then return 





to the 





adventure 


SMARTEALL 


ейде of this screen 


Я From Agent #932 


If you're teady for a teal challenge in this humorous action 
game, you can skip to advanced stages in an instant by keying 
in a title screen code. As the “Push Start Button" message 
flashes, press the controller buttons and the direction keys on 
the Control Pad in the following otdet: Up, Up, Down, 
Down, Left, Right, Left, Right, Select, Start Your character 
will drop into the “1-A Start” frame. You can move him up 
to as high as the “4-A Start” frame by pressing Right on the 
Control Pad. Press Start to begin. 


DUELS, 


ашыш эзет эрлей 





feo rr 
On the hile screen, press Up, Up, ‘Mave your character along the movie- 
Down, Down, Left, Kight, Left, Right, like stage layout to the desired storing 


Select and Stort point 


NINTENDO POWER 








E From Agent #992 
Odd Occurrences 


Strange things happen in three of this game’s events when 
you make the tight moves In the Hammer Throw compcti- 
tion you can knock a U.F.O. out of the sky if your hammer 
goes out of the stadium. Let go of the hammer when you 
reach maximum power and the toss 15 at an 80-degree angle 
The hammer will fly up and a visiting spacecraft will come _ 
down, The Triple Jump is another sight for odd events. If 
you land а couple of yards short of the pit, a frog will pop out 
of the hole in the runway. In Archery, something else occurs 
when you come up short. If your arrow hits the ground 
between the 40 and 50-yard lines in the 70-yard shot, flowers 
will poke out of the ground to commemorate the event. 





[ z ME! 
м 






Your high and powerful toss will knock 


Build your power to maximum and 
а visiting ship to the ground 


release the hammer at 80 degrees 





Flowers will burst from the ground if 
your arrow lands at the ng spot 


You'll cause a runway inhabitant to pop 
‘out when you fand just shart of the pit 


E From Agent #111 
Free Warp 


While you're guiding the Enterprise through asteroid fields 
and giant space amocbas, you will occasionally come across 
warp zones which send your ship blasung forward if you 
catch them 1n time. Our agents have discoveted a way to 
warp once per stage without hitting a warp zone Press and 
hold the Select Button and press Left on the Control Pad. 
Your ship will accelerate and quickly escape из present dan- 
ger. This 15 а particularly good maneuver to save fot when 


your ship is being pulled down by a planetary gravity. 





TERMINATOR™ 2 
JUDGMENT DAY 


. Mi From Agent #092 
“ A Second Chance 


There are no automatic chances to continue in chis challeng- 
ing NES version of T2, but there 15 а hidden Continue 
|. Symbol in the gamc's second stage. This stage is a chase scene 
, through the city’s dry canals. After you blast your way 
| through the fourth door, look for a wrecked truck on the left 
side, Fire on this vehicle twice as you race towards it. A sym- 
bol that reads “GAME T2” will appear. Collect this curious 
шега and continue to race to the end of the stage. 


1 

T s 
т 
1 





Fire on this vehicle twice after you 


Collect the symbol that out of 
roce through the fourth door Қыс ru 


the truck and keep moving 


Mg 
Watt 


















Take Control 


If you'd like to get the upper hand on your computet-controlled 
opponents, you can take the control away from the computer қ 
for а short ume and make your opponents do anything that you 
desire, like give away any or all of their properties Before you 
той the dice, press and hold the Start Button, then press the 
Select Button. The computer will ask "To whom am I speak- 
ing?” Move the cursor to the name of the player that you would 
like to control and press the A Button. When the players indi- 
vidual control screen appears, move the cursor to the Game 
Control option and press the A Burton again. This will allow 
you to make your opponent into а human-controlled character. 
Once that is done, select the Properties option of your oppo- 
nent's control screen and set up a deal where your opponent 
gives you whatever you want for nothing in return, After the 
deal, you can turn your opponent into а computer-controlled 
player again and get on with the game. 





a 
ды MINE 


«хт мін 





Alter you hold Stort and press Select You can change your ¡ent 
GE e ber ruris RE AS сті, 
to your opponent's name and press М. seba Come Contrel en lis 








for a few seconds after your lost The Terminator will hove а chance Set up a trode between these wo ‚Alter the deal goes down. you сол tum 
fighter is gone and the "Game Over” їо gat back into the achan with this human controlled characters and make | your opponent into а computer-con- 
К ee «ийге Cain ҚЫП шакат o E 
| | 
Our Address 15° 


experts is develaping tips and strategies. If 
yau'd like ta share yaur awn special tips with 
us, send them in! Chaase yaur awn agent 
| Number (3 digits) and be sure ta include й with 
| yaur tips 
kam 


| A papular activity amang Nintenda game 
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| THE FINAL BATTLE ДА 


м 











m 
SHOTARO ISHINOMOR! 
= T 


1 SHALL FINISH 
УОП OFF WI 


MY NEXT. SLOW! 








you 
WILL GET YOI 
CHANCE TO FIGHT 
МЕ AFTER І DEAL 
WITH тні 
WHELP. 





JUR 























не SWARD. X ^M 
PARALYZED 











WELCOME, ТАМ THE 
LINK ESSENCE OF THE 
TRIFORCE 


THE TRIFORCE WILL 
GRANT THE WISHES DF 
SON WHO 





Lil 
EVIL HEART. 
GRANTED IN 
PERFECT 
CLARITY 


HAVE Tormey 
DESTROYED 
GANON 


18 GOLDEN 
POWER 16 IN 
THE TRIFONCE: YOUR HANDS 
16 WAITING FOR 
Ка. NEW MASTER -TOUCH Ir 
WITH л WISH 
IN YOUR HEART 











HYRULE 
MY 
HOMELAND 





UNCLE! 


V FATHERS 


























you, 
HOWEVER, 
CCOA LISHED 
MUCH МОЛЕ 
LONELY AND 
DIFFICULT 
VICTORY. 


LOWING GANING DEFEAT, 
WORLD VANISHED, 


EN TRAPPED THERE IN 
MONSTROUS FORM THE 
-FOR PEACE ONCE 
ММ RETURNED ТО 
и HYRULE 


IT WAS NOT 
ONLY FY YOU 
OWN POWER, ШГ * 
ALSO THAT OF THE 
MANY GENERATIONS 
OF KNIGHTS AN 
WISE MEN WHO 
PRECEDED YOU, „ 








LET ME 
MEMORIES 
OF THE: 

EFFO 





HUMBLE YOU s £ 
NEVER t ü 
FORGET! № 





LINK WAS APPOINTED AS MASTER 
OF THE KNIGHTS OF HYRULE BY 
THE NEWLY-CROWNED QUEEN 











THE PSYCHIC LINK 
BETWEEN US WAS 


(252 
CLUTCHES 





Wy AB LONG AS T LIVE, T 
SHALL NEVER FORGET THE TIME 
WHEN WE WERE TOGETHER 
IN OUR DREAMS 


















AND AS THE CENTURIES PAGG THE LEGENDARY 
MASTER SWORD LIES WAITING IN THE DEPTHS 
ОЕ THE LOFT WOODS WAITING FOR THE TIME 
WHEN DISASTER AGAIN BEFALLE HYRULE. 

WAITING TO CALL À HERO TO ARMS 






























Big, bad Warlo, а alnistar Mario wannaba, has saizad Land hold tha magical Goldan Coina, which act as a 
control of Marlo Land during our hero's absence. kay to Marlo Саға, lta up to you and Marlo to 
Now that Marlo la back, he has to chasa Warlo out of explora tha zonas, collect tha Colns and march on to 

the castle or lose It forever. The six zones of Marlo the Castle to aond Wario, Басыла. -— z^ 
| я 








The first Koopa-crushing stage of the game serves as an entrance to 
Mario Land and a place to practice your running, jumping and stomp- 4 
ing skills. = Power-Ups and 1-Ups are abundant. 5 


— 2388 аы — u. | 











He the | two blocks i in ET — | 


center of this line-up. You'll 
SEE ана ре 
Star which will make you 8 






| 
temporarily mvincible. 






ме = - oo. 


| 23238233 “Se 


There are Coins in every corner of | 
every Mario Land stage. Collect 
this loose change and take it to the | 
Slot Machines near the entrance of В 
the land for a chance to win valu- E 
able items. The more you invest, Fass: 
the more you stand to win. 










It pays to hit “?” Blocks. In addition 
to finding Coins in the blocks, you'll 
uncover a ton of valuable Power- 
Ups. They include Mushrooms for | 
Super Mario size, Fire Flowers for a 
Fireball attack and Carrots for the 
ability to fly with winglike Биш 
Ears. 
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TES 52202265 7 114, SUPER MARIO LAND 2| >} 
- - 6 GOLDEN COINS 
1-UP COLLECTION 


You can earn extra Marios in the stage 
between the Tree Zone and the Space 
Zone Entrance. Jump up to the left of 
the unmarked block. A Star will appear, 
granting you 15 seconds of invinabil- 
ity. When you plow through the Goom- 
bas m this state, you'll earn 1-Ups. 


MACRO ZONE fra) | PUMPKIN ZONE stt 50 
W em == 7 
You'll find a big Bell above 


SPACE ZONE е, MARIO CASTLE te 4 
ЕЯ £c Rm р 
x Я + R А 8 every stage Goal. If you can 
ч { jj reach the Bell and rng it, 
IRIE 







r om 


Grab the Star ond run info enemies ta earn 7 Ups 








































m f š you'll enter one of two spe- 

cial bonus-filled areas. The 
areas offer a chance to earn 
ether а Power-Up or an 
extra life Heart. 








= MID-POINT MARK 


By ringing the mid-point Bell, 
you can record your position їп 
the stage. If you bite the dust after 
ringing the Bell, you'll start over 
at the mid-point. If you complete 
the stage and re-enter, though, 


you'll start again at the beginning 
Hu the Bell to celebrate clearing the 
ОҒ the stage. first half of the stage. 







Tn order to clear each stage, 
you must make your way 
| to the Goal, А few stages 
have two exits, but most 
have only one, and it ıs 
always clearly marked. 






BEGIN YOUR SEARCH FOR THE - 
GOLDEN COINS! 


чу 2722021 







The five-stage Tree Zone begins in the roots of the giant Mario Land Tree and ends at the top. 
You'll encounter a big cast of creepy, crawly tree inhabitants and a whole lot of sap. 





Jump up to reveal this hidden Stor This claud formation pointa Hidden Blocks lead to a cache af Coins at the 
тест the beginning of the stage. ta a bonus in the sky end of the stage Jump up to make them appear 


А Koopa filled secret area is with 
your reech if you have Bunny Ears. 







The tree sap is thick enough to A sap-filled hole in the middle of the stage leads 
hold you for a few seconds 10 c Сото, a Y Up ond several ойла Coins 















2a 
DEG segai aling Wl Fs 
with critters Iıke Grubives and Bees 


Md cour epi 200002200 
сомот Coins ond Power Ups. Wil allow you to reach ће Bell 








Ж. 


12% ГЕН ЧТ 
2 L № | 

Take the high 

——. — 1 І 1 = El Е ч Шы 


High flying adventure in the leaves requires good balance endofthestage. 











Ы aê m 








Hep «905.0 Routing lamama od the big bird 

continue your Tree Zane ascent “ог а Ed of the 
stage three 
times to chim 
the Golden Coin. 






Flying Goombos wil Lalli dab 4. 
owing Goombas f you tamp them 


SESS S 


HDD Л 






As Micro Mario, you'll fight through the Macro Zone with fiery fury. The insects 
may be as big as you are, but you can still squash them under your shoes. 




















Use 
Fireballs ta 
get to this 
underground 
chamber, 
then callect 
threa 1 Ups 





Ants can toss objects reany 
mas their cwn weight. 


Ве careful Piranho Plants pop You should feel at home in this Jump up to make hidden blocks appear near the 
‘out of pols. big house s plumbing goal and climb up to a long Coin line-up 2-- 





Piranha Plants 
The Macro 
Zone athe is 


Hidden blocks 
vell allow you to 
reach several 

Consi ths oreo 





Ifyeu've got afeath 
> егіп your сор you 

JE | con break то this 
awo with Fireballs. 


Jump back and forth 
to reach tha top of 
tos area and clear 
the stoge 











Holy mechanical Marios! The Marto Zone takes place in а giant robotic version of the fight- 
ing plumber, Work your way to this mechanoid's brain and steer clear of moving parts. 





== Leap from one gear to the nex! Grab o Carrot before you attempt The mechanical Mano hos o 
HERIC ZCHE and watch for sharp objec. fo ring the mid-stage Bell. few loose screws. 


[xd 





4. 
| MIO 
ОН состен come Find a Pipe thot leads to the under: Choose the Power Up you need and jump up Knock the Bear off ite Ball 
havoc here Jump out of ha way ground, then go up and grab a Heart. toit Dori t be greedy—youean grab erly one. ond nde over the spikes 
8 — : 
° 9 
É : 
ex. 






Run from ihe Jackinthe-Box thot You con avaid the ground spikes 
pops out ef Blocks | by riding balls an chams 










DT 


| وا 
١ا sier‏ 


Duck to avoid the sharp satellita and hit the block 
for а Fire Flower ч 


hg 





i 


i 


Bullet Bills ` 
HS a рор eut from 
all directions. 
- L nim 
Е 229204 
ОЕ Three 
29994 Pg 
Q OG You'll finds pem in „Ва Мао 
Фа load of ‘one finale Hit 


hmes to be victorious 


ss them each three 
hidden Coins 
000€ ave 


The giant tortoise of the Turtle Zone grabs intruders and takes them down to three deep stages. 
You'll have to be a good swimmer іп order to see your way through this underwater adventure. 





this water 


There are no Frog Suits to help youln Ни Blocks to eom c Heart and a Swim under the Goal to grab one 
Star 


more Ур. 





This place is a real 
maze Сами? the тар treacherous Toke your 
^^ for guidance. tima. 





Sticky parts ofthe whale allow you Тһе whale tokes in plenty of The whole s attack fore is lead by a giant octo- 
to avoid touching the spikes below water Swim through it to safety pus, НІНІ on the head as It swims toward you. 














The creepy four-stage Pumpkin Zone 15 filled with ghosts and 
ghoulish creatures. You'll have to scare up a spook-stomping plan in 
order to make your way to the zone’s well-guarded Golden Com 





Welcame to the dork and The spiked balls ore The Blocks in this area am Grab the 1 Up above the Goal 
challenging Pumpkin Zane. deadly Stoy away sometimes invisible before you leave the area 











You can run an the ground or on 
the rooftops Either way, you li 
encounter plenty of ghosts 


Floating spook heads shck out 


| [№ Reach the 1 Up in this area Бу revealing е 
their tongues Dorit get licked | 


hidden black. 








Go below before 
you reach the md Сат arrows always point to 
point Bell to eoma something special In this cose, 
Heart and a Flower its a secret exit 


An unbeatable ghost zig zags at The third pipe in this area leads to the Cains 
the beginning of the stage above 











as 


An under = 

couch: = 5564 
room holds 

Coins, o Power You can find Coins and masked 
Up and a Up. ghouls between the potion bottles 





This stage contains odd but Something dangerous s brewing 
stompable critters ın ће Pumpkin Zone 


ко, 





Stay in the middle of the Jost room white you wait for the 


hidden Block 
Witch ta appear on one side, then leap and stomp Sed sad) 


dead end 
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The Space Zone will prove to be 
one of the most challenging sections 
of your journey. You can only reach The demented villam of the 
the zone by completing the Hippo land has renamed this build- 


Climb into o Soap Bubble m the 
Hippa Stage and toke off 


Float to the top Goal in the Hippo. 
Stage to reach this challenging zone 





The frst stage af ће zana 
features Iwo exits 


The underwater sechan of the Hippo Stage 


includes 1 Up opportunines 


The second stage 
Босе зо fight 


mg “Wario Castle” It’s up 
to you to step in. You'll be 
able to enter when the Six 
Golden Coins are in place. 








trigger panels 
to keep 
E Won s 
mechanical 
‘fists from. 
| casting down, 





Zone enemies Г "li 


ага unprediet 


| The platforms in this area disintegrate 
when you touch them Jump quickly 





| Floating Faces bounce 
| ой the walls in the last 
three chambers leading 





Your battle withthe big guy wil be long 
end challenging, Match his moves, | 








BOOGALOOGA! 


Sound the caveboy battle cry and join ona of Hudson 
Soft’e heroee, Bonk, ee he makee hia Nintendo debut 
on Gema Boy. Bonk’e only weapon ie hie rock-solid 


© 1992 HUDSON SOFT 


noggin, but ha controla it axtremely well! You'll have “Z Е ТЕ 


Bonk bonking evarything In aight ea На aats он “=> 


through the dangeroue Dinosaur Land in search of 
tha Moon Princess. The evil King Drool end hie band 
of һооіідапа hava kidnapped her in en attempt to 
overtake the peacefui kingdom. ІҒе e tough assign- 
ment, but if Bonk has hie way end useehis thick heed, 
King Drool will soon become King Fool! 





"HAPPY FACE 


Get happy! Collect as many 
Норру Faces as possible to 
increase Bonk s Bonus Point total 
с! the end of sach mund. .—. 


Not many er enemies habit Round One, Make sure Bonk gets 
the mini-flower at the midway point, ІРІ take EU toa a, 


climbing Bonus Arca, 
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BONE-UP 

There are two diferent sizes of Meat 
Power-Ups, The Big Meat turns Bonk 
intothelnvisible Screomerandmakes 
am invincible for a full 10 seconds, - 


























DINOSAUR LAND [СҮ 


‘Welcome to Dinosaur Land! Since King Drool and his carnivor- 
ous cronies invaded, there has been danger lurking around 
every corner. Bonk will pay a visit to six specific areas of Dinosaur Land 
where, at the end of each round, he'll have to square off against one of King 
Drool's mam dirty deed-doers. Е * 













ROUND SIX 


The Castle at the summit of 
the mountain ıs where the. 
nihcal final closhes with 
‘each of the stage bosses 
and King Drool take place 


















ROUND FIVE 


Bonk will begun his assault 
ап ће summi in Round Five 
The underground crypt is o 
‘creepy setting and the 
enemies in this urea are 
even creepier 










ROUND TWO ROUND FOUR 


Bonk will do some serious р 7 The mauntamous environment, 
chmbing ın the waterfall 4 of Raund Four Bonk 

areas af Round Two He can Г through some treacherous 

evan swim up ће waterfalls! г A temtory He ll mest some L 
The bud boss, Eggbirt liver 4 ( а it new enemies here 

а! the top of the falls. + i r е 14 А - 








ROUND THREE 


Raund Three takes Bonk to 


ROUND ONE 
the Bane Bridge Bank con. 


Dinosaur Land is actually on Е $ + bypass the first sachan by 
island Round One starts 1 T malong it across the badge, 
Bonk off at Ihe sandy E E > but hell soon find himself in 
seashore and leads him азақ жс: т troubled waters 
through desert areas - 






mn m + + 7 m na nun un a rr á... 


Restore Bonk s energy level by Find Bonk replicas throughout the stages Touch the Mini flower to worp Bonk to 
collecting vanavs sizes of Hearts. GO to sam valuable Ир. а Bonus Round 
>. 3 


с> HEART EXTRA BONK BONUS ROUND 
















































































TO BOSS 


GAME BOY 





Eggbirt will hatch at the юр SCRAMBLE EGGBIRT 


the waterfall when Bonk агпуез. 2 Use the platform to leap up, spin and 


Round Two isn’t too difficult > Land on Egebi 

ggbirt's head. Watch out for his 
Bonk should have very httle beak, though. Bonk will lose 2. he 
touches № 





trouble. Watch out for the electric 
fish in the waterfall! ¿0 - 


BONUS ROUND 


When j jumping from platform to 
platform in this Bonus Round, 
press the B Button rapidly to 
make Bonk do repeated somer- | ¿25 

saults. If Bonk lands on his bead, u? 


hell come to an immediate stop [>= = 
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CROSS THE BRIDGE 
Bonk can bypass the first section of Round Three if he makes ıt to the 
other side of the bone bridge. Jump up and min across the chasm or 
risk falling to the water below. 4 


Take а dip! Bonk is ап 
excellent swimmer, but he’s 
not very fast. If Bonk 
bonks the head of a giant 
sea turtle, a small | 
turtle will appear Get 
it to turn into a fast- 
swimming turtle, 





















^BONUS ROUND 


Flip as many times as 2 t! 


can and land on your 3 t! 

when you hit the ground. > 
There arc six sections to 

the column. Count them 

as you spin ora, 


BONK-UP 


Bonk doesn't swim very fast. 
However, it is easy for him to de- 
stroy enemies from underneath. 
Press the A Button to give Bonk a 
quick boost upward to crash mto 
an underwater foe. » 
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There are some strange creatures 
living in thern thar hills! Watch out 
for the Trap Banrbana Flowers. 
Caveboy-eating plants will jump out 
of them and attack Bonk, = 


DINO BITE SPIN LIZZY 


Use the spinning jump techniquctoget Don't mess with these prehistoric ca This mousy figure skater will try to put ' 
Bonk safely across the wide areas of nines. Jump over them and run away Бе- Bonk оп ісе. Jump up, spin and bonk her 
molten lava. š „ Cause their bite 15 worse than their bark, оп the head, but don't jump too soon. 


BONK’S 


ADVENTURE | 





Bonk will have to contend with foes of 
many shapes and sizes as he makes his way 
up through the depths of King Drools 


castle. , 
BOSS BREAK 


> с Bonk can jump, spin and use his > There's no boss in Round Five. 
head to obtain access into areas | Maybe King Drool в giving 
that are blocked off with bould-. Bonk a break, Maybe not! 























BOSS-0-RAMA 
Before confronting King Drool, Bonk 
wall have to tangle with each of the bosses 
that he has previously faced m the game. 
After defeating each boss, move to the 
left and right to check the entre area for М 
Items like Hearts and 1-Ups. They will 


definitely appear. 












































The classic Warner Bros, characters jump to life in this excellent, action-packed Game Boy 
game from Sunsoft. You'll be in control of a different cartoon character in each of the seven 
stages. This is a definite plus! As far as play control goes, Daffy Duck and Bugs Bunny are the 
same, but every other stage serves up the action differently. Looney Tunes offers a good 
challenge and is very fun to play! 










ШЕРІ DARY DUCK: 


Daffy leads things off in Stage 1. The first half of 
the Stage 1s on land. Yosemite Sam and a large dragon 
will impede Daffy’s progress. Hit them with the 
Frisbee, The second half of the stage 15 underwater. 


Keep your Frisbee at the ready to fend off swimming 
enemies, There 15 а 1-Up that 1s surrounded by spikes 
on three sides. Swim carefully and avoid the spikes 
because you'll need the 1-Up. 





leap into the air with the greatest of ease. Once you get the hang of it, 
you'll appreciate Daffy's agility. To fend off approaching enemies and to 
battle the Boss, Daffy carries a Frisbee weapon. He only has one to throw at 
a time, 


scc‏ مدد ف چت یچ هیا 
Daffy can jump high and bounce‏ 
оп enemies to defeat them‏ 


Шаа. жоғала жала 
А Frisbee, which acis like а 
boomerang, ts Daffy s weapon. 











Stars protect Duffy 
These large boulders 
won t hurt himl Dash 
to the пом to avoid 
confrontations 


Before the midway point in Stage 1, Daffy will see a “POW” star hang- 
ing out to the right of a tall ledge. Jump off of the ledge to get ıt. Daffy 
will have the power of invincibility for a short while. 





===DIVING DUCK 





OBOFISH 








Daffy doesn't seem to mind going underwater. Besides, he's a 
duck, his feathers won't get ruffled! Push the A Button to 
boost Daffy along. The Frisbee seems to be unaffected by the 
change in surroundings. It flies just as well! 









These shellfish move verhcelly on the 
walls Shoot them with the Frisbee or 
knock them aff by bouncing on them. 


Its easy to get sucked Into the 
downward current in these areas. Press 
the A Button rapidly to get through. 





The piranhas that come out of Robofish’s mouth will chase 
Daffy around. Robofish will swim a few circles on one side of 
the screen and then move to the other side. Daffy needs to 
shoot the piranhas with the Frisbee and shoot Robofish as well. 


Pow! Doky chucked the fisbes and a pesky piranha bil the dust- Watch out for the 
one behind you, Doffy! Press the A Button to swim 10 safoty. 








and all related indicia are tra rks 
of Warner Bros а Time Warner Enter 
tanment Company © 1992 
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Tweety 1s the most vulnerable of all the characters їп 
the game. He has no weapon. He can only flap his 
tiny wings to fly around and avoid the dangers of 
the street—mainly Sylvester! If Tweety uses his 





head and doesn’t fly too much, he'll make it to the 
end of the street without getting hut by falling objects. 
Don’t worry too much about getting the 
Crystals. Worry about getting caught! 
























Various enemics will throw objects at Tweety. Don't fall 
down into the manholes—you won't come back. 
Sylvester’s son is easily avoided by flying over him. 
Don't fly for too long! Tweety tires easily. 


=— SYLVESTER 


Sylvester always approaches from behind. If Tweety is 
flying, Sylvester will approach rapidly. If Tweety is walk- 
ing or standing still, Sylvester will creep up on him. 
Tweety will lose a Heart if Sylvester catches him. If you 
think that Sylvester is about to strike, stand on the nght 
side of a manhole. The not-so-sly feline will fall m it 





9 





а” 






E, It's easy to shoot the Witch. The difficult part 
с "s when the Witch takes off and the Star 
< akes over! Follow the Star up and down while 


P shooting constantly. It’s almost impossible to Тһе pumpkins that the Witch tosses 
: В asier to avoid than the Forks 
avoid the fork, Shoot it before it homes in on you, kie ла en 


Sylvester is determined to catch thot fitle Би IF Tweety hoppens ta 
every time. get caught by the cat, press the A Button rapidly to break free 


7 Stage 3 finds Porky Pig hamming it up in the unfriendly skies. 

Spaceships, satellites and ACME bombs will come at Porky Keep your thumb on the В 

from the right side of the screen. Shoot the spaceships and rap x " «ош 
spoce ships if you cant 

satellites, but avoid the multitude of exploding ACME bombs. attack Нет. 


يىىا 


“That's all, folks!” 
































' Taz gets the easy job. Stage 4 isn't a "normal" type 
of stage with obstacles and enemies—it's more like 
a Bonus Stage. All Taz has to do is collect as much food 


as 


№ When Taz begins his whirl through the blocks, 
hell have 60 seconds to snag as much food as 
possible. Collecting food leads to a huge bonus point payoff at the 
end of the stage. Taz may move freely from left to right through 
the blocks. It may not be wise to go as fast as possible. You might 
muss some food as you fly by it. 


It’s a good thing Speedy isn’t afraid of ghosts and 
mummies. They te all over the place in Stage 5. And 
amphibians, too. What an odd combination! The 
difficulty level increases tremendously in Stage 5. 


CR RAZ¥-1 Есе“ 650 NZALES 6-і 
Out of all the characters, Speedy is probably the most diffi- 


cult to control. When you fire at enemues, he stops and does 
a little Mexican hat dance while he's shooting. 


IMLDACCEE 
IN 4 [erereeeereeerrerrem 
12:13 I ^ 


MUMMY: The Mummy ıs £urly easy to 
defeat. Stand just close enough that some 
of Specdy's shots will hit him. Don't stand 
too close—the Mummy will kick Speedy. 
Move a little to the left before firing agam. 





BULLY FROG: f 
This bully ftog |. 
doesn’t want to let | 
Speedy get by him. | | 
What the frog и 

doesn’t know is that he’s по d for 
the non-threatening Mexican mouse. 
Stand on the lowest step and fire at the 
frog. Keep firing as the frog jumps 
tepeatedly over the top of you. 








he can within 60 seconds. It couldn't be any 


easier. Move left and right to find as much food as 
possible, 





1/3 SPEEDY GONZALES 


When attacking enemies, the most important thing 
to remember 1s to keep Speedy m a safe position 
before he fires. Speedy remams stationary for about 
two seconds until he stops firmg. 





F-RISING-HDE 


=— Ri 





А section of the underground crypt which Speedy 
15 trymg to get through will flood with bubbling 
acid when he enters the area. The acid level rises 
very quickly, so Speedy can’t hesitate at all. He’s 
gotta go... NOW! Work your way up to the top 


as fast as you can. 





If Speedy tries to ga for this 1 Up now, the оси will surely get him 
Opt to pass u by and quickly continue upward 





— —9LIDH 


G BLOCKS 
There's only one way to get by these Blocks. If you : 
watch closely, the Block that will move next will shake a 
bit before moving. Jump to avoid being squashed. 





OK Well make ıt easy for 
you Follow this pattern as the 
Blocks slide and change 
positions 





This evil fiend has a few tricks up his sleeve—they're called bats! 
When the Vampire first appears, Speedy should just jump and 
bounce off of his head while avoiding the bats. When the Vampire 
turns into a bat, only then should Speedy shoot at it. 






Wile Е. tosses missiles, 16-ton weights and 
dynamite packs at you. There’s no trick to 








mich V 


Speedy can drop down one of 
two vertical shafts in this area, 
The shaft on the left leads toa № 
1-Up. Hold Left as you fall to 

get 1t. If you hold Right while 

falling down the right shaft, 
you will enter a room which 
contains a “POW” and a Heal 
Potion. Beginners should go 
to the right. 


POWI Speedy popped. | 
him a good ane, but 

now the Vampire has 
turned inta а Бан Jump | 
up and shoot ıt 





pure _ 


У IO ( 


Which ane do you need 
more? The rare Up or 
the powerful POW” 
and Heal Pohon Make 
the decision based an 
your needs 















к bemg hit, you just have to have 
N > „quick reflexes and а httle luck. 














Bugs Bunny, that wascally wabbit, sets off to finish 
this Looney Tune expedition in Stage 7. And, 
wouldn't you know it, Bugs’ mam nemesis, Elmer 





==ROC HUCKER 





Thus little guy is very strong for his size. He'll toss boulders 
at Bugs. Shoot him with the Frisbee and jump over the 
boulders as they come sailmg toward you. 


Fudd, will be on hand to do battle. The play control 
will already be familiar. Bugs acts, reacts and has use of 
a Frisbee just like Daffy did way back in Stage 1. 


=—KEEP—THE-WABBIT-ALIVEL—— 
Fudd is the strongest of all the bosses the Looney 
Tune bunch has encountered. That's fitting- pum 15 
the last boss! Leap up 
just before Elmer fires 
his shotgun and land 
on his head. Elmer has 
eight full hearts that 
you'll have to take away. 


PRINCESS/ 
WELL SAVE You! 





Т LAST MONTH, BOWSER HIRED A 
HYPNOTIST TO TAME А PACK OF 
YOSHIS AND BRAINWASH THE 
PRINCESS 50 SHE WOULD 
MARRY HIM, MEANWHILE, MARIO 
AND LUIGI WERE PICKING THEIR 
WAY THROUGH A PERPLEXING 
NETWORK OF PIPES, TRYING TO 
FIND THE PATH TO THE PALACE 
THEY ARRIVED JUST IN ПМЕ TO 
WITNESS THE COMPLIANT PRIN- 
CESS PLEDGE HER LOVE FoR 
BOWSER 2112 CAN IT BE??// 

ILLUSTRATED BY CHARLIE NOZAWA 


C'MON 7 I LOVE YOU, BOWSER, 


THIS WA DARLING...I LOVE YOU, FLIPPED OUT 


BOWSER, DARLING. . OR WHAT/? 





MEANWHILE, LUIGI AND ( MARIO? MARIO, 
YOSHI ARE LOST IN THE ЗУ WHERE ARE YOU? 
PALACE BASEMENT... ` 


YOSHI! 
YOSHI?! 
„ YOSHITT 





PRINCESS! 
SNAP OUT 
OF IT! 


AHEM DO YOU, 
BOWSER, ТАКЕ 
THIS WOMAN... 


SEIEN 
RUR 


5. 
= 


ТМ FEELING GENEROUS. 
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FRONT-ROW SEAT ТО WITNESS 


І GET IT! 
OTHER YOSHIS ARE 
TRAPPED IN THESE 

HAHAHAHA! 


NOW. ON 
WITH THE 
CEREMONY! 


GIVE ITA 
REST? SHE'S 
MAD ABOUT 





HOW DARE YOU 4 
INTERRUPT? But ITS ERIS, 


COME BACK 


TOMORROW? p YOSHIS. 


AAACK/ ТНЕУМЕ 
ESCAPED? FALL 
ІМ TROOPAS? 





ее BEN 
SE (| | | 
= | | 


QUICK? 


CAST ANOTHER 
SPELL -- 


a 
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PRINCESS! 
YOU'VE COME 


SENSES! 


re 


J| youre wor 4 AA x 
SETTING awav СИВ O 





— 









tad Ts. а 22 
я 
Wr. = 

\ Al Na (2) 

| . ws 


NOT UNTIL THE 
PRINCESS AND I ARE 
WED? 


Kos 
9% 

ТНЕ РАВ 
OVER, ВО 
» A. 

Ж (b % 


JUMP, MARIO! THE 


CAKE'S COLLAPSING! 


9” к: 
p^ 4 ee 5: 










KOOPN'S 
CONQUERED, THE 
PRINCESS 15 
SAVED... 
PIECE O° 
CAKE. 





ANO SO THE KOOPA KING'S INSIDIOUS PLANS FAILED. ALL OF THE YOSHIS WERE 
FREED, AND PRINCESS TOADSTOOL, MARIO AND LUIGI RETURNED TO THE MUSHROOM 
KINGDOM FOR А WELL-DESERVED REST. UNTIL THEIR NEXT GREAT ADVENTURE, CIAO! 





Super Mario Adventures 


The first 12 comic episodes presented in this 
book originally ran as a series in Nintendo Power 
magazine, beginning in January, 1992, (Volume 
32) and running through December, 1992. The 
final episode, which was printed in the first issue 
of 1993, introduced Mario's alter ego and 
tormented chiidhood playmate, Wario. Тһе 
comics don’t follow the story line of any 
particular game; however, they do incorporate 
many characters from the games and even 
introduce some new ones. 


Charlie Nozawa, the artist who created the 
comics, Is known in Japan by the pen name 
Tamakichi Sakura. His most notable works 


include “Shiawase No Katachi” (Shapes of 
Happiness) and “Oyaji No Wakusei” (Dad's 
Planet). Kentaro Takekuma dreamed up the 
scenario. He is known in Japan for co-authoring 
“Comic Lesson: Even an Ape Can Draw a Comic.” 





HOW DO | GET THE FLIPPERS? 


he Flippers are one of the essen- 
tial items in the game, because 
they allow Link to swim in deep 
water. Once Link has found Zora—a 
giant fish-like creaturc—he can pur- 
chase the Fhppers for 500 Rupees. The 





Head to the northwest fram the Witch 5 m 
Wolk in the shallow part of the river 


trick is finding Zora. In the Light 
World, go to t de north cast corner 
bcyond the Witch's Shop. Follow the 
shallow parts of the river, continuing, 
north when one tributary branches off 
to the east. When you are as far north 





Take the lower shallow Buh ta reach Zora 
Dodge Zoro's Spawn and keep moving 


Kekoa Kuhia 





as possible, take the lower shallow path 
to reach Zora. Zoras Spawn will attack 
throughout the journey. If you dodge 
their shots and take along some Life 
Potion, you should be okay. 





Pay Zora 500 Rupees fo purchase the Flippers 
Now you can swim in deep water 


|? У WHAT DOES THE MAGIC POWDER га 


he Magic Powder has many 
T= First off, you can change 

many focs into harmless crea- 
tures. For example, the green 
Cukemages become Potato-headed 
creatures when sprinkled, You can also 
throw Powder on the spinning Anti- 
Faertes to turn them into real Faeries. 
In Kakariko Village, an old woman can 
be transfotmed with Powder, and a 
strange creature in the well near the 
Blacksmithís shop could also use a dose. 
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The dangeraus Antr Faeries become useful 
Faeries when yau throw Powder an them 





Many enemies, like these, became harmless when 
you change their form using Magic Powder 


STREET FIGHTER П 


° HOW DO USE THE SUPER MOVES FOR 


ZANGIEF, DHALSIM, KEN AND RYU 





angief may be slow, but his 

Spinning Piledriver is one pow: 

erful move. То accomplish this 
feat, wait until your opponent is within 
arms length, then press che Controller 
toward the opponent, Down, and then 
Up and Punch simultancously. Punch 
strength won't make а difference You 
can reduce Zangief’s enemy's power by 
half with this move. 

Dhalsim's Yoga Flame is a tough 
move with limited effects because the 
cloud of flame 1s so small, On the 
Controller (with Forward being toward 


your opponent and Back being away 
from the opponent) push Back, 
Back/Down, Down, Down/Forward, 
Forward/Punch 

The Dragon Punch is the ultimate 
attack for both Ryu and Ken Press 
Forward, Down, Down/Forward/Punch 
ın onc smooth, continuous motion. 
The Punch strength will determine the 
height and speed of the Dragon Punch. 
Whenever you use a Super Move, the 
motions must be conunuous, and that 
may take some practice 


Aaron Cartozian 





mmm Forward, И 
Punch when you are close by 





Dholsim’s Yaga Flame Back,Beck/Down Dawn, 
Down/Farward, Forword/Punch 





Ithough it isn’t easy, you сап 

use Zangief or Dhalsim to beat 

M Bison. With Zangief, block 
M. Bison's attacks until he tries the 
Flaming Torpedo move, When Bison is 
in the air, counter with the Spinning 
Clothesline. You can also get close using 
Jumping Fierce Kicks. Once you're 
close, try other moves like the Backslam 
or Piledriver. When Bison has lost much 
of his power, he'll launch into continu- 





Moves like the jumping tice Kick will deplete 
Bisan's reserves 


Dragon Punch [Ken & Ryu) Press Forward, 
Dawn, Down/Forward/Punch 


ous Torpedoes. Keep пи the 
Clothesline and hang him out to dry 

Dhalsim must usc а similar strategy to 
defeat M. Bison During the flurry of 
initial attacks, keep dodging until you 
get a chance to use the Spinning Attack. 
That will get you close enough to try 
moves such as the Arm Throw and 
Head Butt. During Bison’s final 
‘Torpedoes, use the Yoga Fire or Yoga 
Flame and уо/ be cooking 








Dhalsim can get ı 


lose by using the Spinning 
Attack 


Make sure all Super Mavæ are dane in a 
smoath, continuous тана! 


OW DO | BEAT М. BISON WITH ZANGIEF AND DHALSIM? H 








Use the Spinning Clathesline to get clase to 
Bison when he uses the Тагрейс 








nd Fire will toas! 





Yoga flame 
af the match 
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DRAGON WARRIOR Ш 


“HOW DO | GET THROUGH THE 
CASTLE OF BARAMOS? 





he many stairs in the Castle of 
Baramos make it a difficult 
maze where warriors can 
become lost easily. Follow the numeri- 
cal map dircetions below once you 








To reach Baramos, proceed to 


the stairways in numerical 
order from 1 to 2 to 3, etc... 


enter the castle. If you're having trou- 
ble reaching the castle in the first place, 
usc Ката, the legendary bird to fly 
you to the island. Once you reach 
Baramos, use the Increase spell to 





T 
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boost your defense and the Bıkill spell 
to double your attack strength. Magic 
will be useless against Baramos himsclf, 
so save Magic Points for healing your 
party. 





Жатта flies you ta the island where Boromas 
has built his castle 





Fallaw the directions on the map ta end up in 
the chamber with Baromos 


в | HOW DO | SOLVE THE ROCK PUZZLE? EB 


о find the Vase of Drought, 
move the rocks in Eginbear 
Castle as follows. First, number 
the rocks one through three fmm the 
left. Push Rock One up once and nght 





Mave the thren Stanes into the blue and white 
spoces at the tap af the room 
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twice Push Rock Two nght once. Push 
Rock One up to the wall. Push Rock 
Three down once. Again push Rock 
Two, left three spaces, up once, right 
two spaces, up three spaces, left once 





Push Rock Two as shown, then up right twice, 
up three spoces, left ond up 


and up once. Move Rock Three up 
once, left four spaces, up once, right 
twice, up three spaces, right once and 
up to the wall. A passage will open, 
leading to the Vase of Drought. 





Push Rock Three as shown, then up ond right to 
the remaining open space 


rcos first appears as а winged 
boss who shoots fireballs at Pit. 
Stay near the middle of the 
chamber, but opposite Orcos. When 
he’s parallel to you, shoot him with 


Light Arrows. If you hit him, he'll 





charge. Simply drop down to avoid 
him. Orcos is three screens high in his 
second form. The real secret to survival 
here is to always stay along the left wall. 
First attack his head, then drop down 
and hide in the corner until the fireball 


Jason Stangle 


is gone and the tail attack is finished. 
Fly up to the middle section and shoot 
the bats that appear. Keep repeating 
this pattern until Orcos is beaten. 





Attack Oreos then drop down 
when he returns fire 


From the left side, attack Orcos” 
head, then drop down 


his attack to end 


Мон in the lower left corner far 


Fly up and shoot the bats, then 
repeat each step 


B ELS WS POWERED А 


it is supposed to be training to 
Р prove himself worthy го take 
on Orcos. With that in mind, 
you should fight as many enemics as 


possible in cach stage to earn Power 





Defeat as mony of the enemies аз 
you can on eoch stage 





Stop in the Training Room to earn 
speciol weapons 


Arrows from Zeus in the Sacred 
Chamber. Training Rooms provide an 
opportunity to improve your weapons. 
Shoot the falling blocks to win a prize. 
If you get a high point total in a stage, 


Life Meter 


Eorn moss ponts to get o longer 


Zeus will also reward Pit with an extra 
section of Life Meter. Pit will need the 
extra power in the final battles against 
Orcos, 





Pit should be at full power to foce 
Orcos 


ONE CALL COULD SAVE YOUR (SAME) LIFE 





Counselors' Corner 
P.O. Box 97033 
Redmond, WA 
98073-9733 


(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon-Sat. 4:00 a.m. to 
Midnight and Sun, 
8:00 a.m. to 7:00 p.m 
Pacific time 
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аў 1 Ww IVAR N K. ые a 
The media called the high tech Gulf War, “the 
£ video game war.” Now Electronic Arts has 
4 E created a true video war game, Desert Strike: 
Return To The Gulf. The basic scenario is 
pl» an aggressor in the Middle East must 
be stopped, but the president doesn't want a 
full-scale air war. Instead, а skilled pilot ш an 
Apache attack helicopter will be sent in to 
perform surgical strikes on key targets. The 
game ts more complex than that, however, 
because every time you go into action, you'll 
have multiple missions. Besides destroying 
strategic targets such as chemical plants and 
m SCUD missiles, you'll have to rescue MIAs, 
knock out radar, destroy enemy air bases and 
stop oil spills. All of the mission objectives are 
realistic, and so are the enemy attacks. Аз you 
fly over а 3-D desert landscape you'll encoun- 
ter a great variety of enemy forces, from 
snipers to SAMs. You'll strike back with can- 
nons and missiles. On-board computers give 
you mission data, tactical maps and game 
information. Best of all is the actual fun of fly- 
} ing the Apache. It looks real, sounds real, and 
feels real duc to the excellent Momentum fea- 
ture programmed in by EA. With all of the 
challenges in this game, you'll want to return 

NINTENDO POWER again and again to Desert Strike. 





THOMAS 


Lt Xavier Thomas isnt the best 
long distance shatter, Би he will 
pick up hostages and supplies 
quickly with the winch 


IT. CARLOS 
VALDEZ 


Lt Valdez is the best capilot avait 
able to you First, youll have to 
rescue him from a downed plane 
near a POW camp 


LT. KEITH 
MICHAELS 


Although Lt Muchaets1s cloner he s 
the best sharpshooter available 


When the fighting gats heavy, he s a 
good choice for copiar 


П. MRIS 
TIMMARIE 


Lt Коз "Aussie" Timmane is o 
good chatte for all around skills 
She isnt the best sharpshooter, 
but she Il keep you in the fight 


IT. DAVE 
ARRICK 
Атек has a rep as а wild man 
The result is that he isnt reliable 


ап the winch. lÍ you ve collected 
the Quick Winch, hell da akay 





A brief desenpttan of each 
mission in the current cam 
paign appears wih a photo 
idenhfying targeted installo 
hons. You can also learn abaut 
the enemy weupan: arrayed 
against you, including their fire 
power and armar ratings 





Р 


You can highlight misslan 
objectives, dumps of 
supplies, MIAs, enemy units, 
and landing sites on the 
Battle Map Your location is 
also indicoted, sa you can 
ludge your position in 
relatan to your target 
Roads and other mojor 
Features also ore shown, 


STATUS 
SCREEN 


Ths screen lists each mission 
and indicates ıl you have 
destroyed the target Ка 
targetas listed as “Active” 
you must take it out 





One of our planes went 





down north of the first 
Your first objective ts to eliminate the threat of radar installation where 
enemy air power and rescue a captive agent. You'll it’s sure to be spotted. Be 


have to destroy radar, cut power, hit two air bases sure to Pick up the 
and capture an enemy commander. Once you find downed jet pilot, then 
our agent, return him to the frigate. š 


destroy the plane to 
keep its secrets out of |, 
enemy hands. 





KNOCK OUT 
THE RADAR 


You must destroy the two radar installations 
to reduce the weapons’ range of the enemy 
durmg later strikes. Both installations are 
guarded by antramcraft guns and missiles. 
Come in quickly and fire two Hydras, then 
destroy the radar dish with cannon fire. 
tm 2 eg r а 





















-_ Two Hydras 






ШЕР: 2 pn... doy " 
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dish with 


annon fire. 





1. RADAR SITES 

2. POWER STATION 

3. AIR FIELDS 

4, COMMAND BUNKERS 


The Quick Winch allows for fast pick up of 
supplies and MIAs. It ıs hidden іп a quonset 
hut west of the southern абед. 







EXTRA LIFE 


Blast the building shown here and pick up the crate marked with a 
red X for a 1-Up. The other buildings are civilian. Leave them alone, 


СЖ! . 7 
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Ë. а =| TEE 
Look for the Quick Winch 75 m 


near а crossrood 
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The tall building holds o 1 Up 
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CUT THE POWER | DESERT STRIKE: | 


RETURN TO THE GULF 










It is vital to the war effort 
that you destroy the ene- 







Use SS to destroy the defenses, then de- 
stroy the remaining planes and buildings. 


=” | 
Capture the pilot before 





he reaches hıs plane 






Destroy all the plonas `a 






COMMAND & 
CONTROL 


The two command bunkers are protected by 
guard towers and antrarrcraft units. Use missiles 
and Hydras to quiet the opposition, then blast 
cither bunker, Capture the fleeing commander 
to obtain the location of the missing agent. 


ud 











Hit the towers in 
а flyby attack. 





CODE NAME: CAPT 





fee - 
хх dk. 
EE: 

x DS 

‘Capture the commander to find your 


m Bgm rescued the agent, your job 1s 
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ROAD RUNNER'S 
Valley вау 


> 1982 Sunsoft of America 
LOONEY TUNES, charactara names, and oll 
relstad indicia ere trademerke of Werner 
Bros, в Time Warner Entertainment 
Company © 1392 









ВЕЕР! ВЕЕР! Clear the road! Road Runner 
races out of the desert and into your Super 
NES this month, with Wile E. Coyote hot in 
pursuit. How fast can a Super NES character 
move? Don't blink! The famous feuders, 
brought to video life by Sunsoft, are up to 
their old tricks in a frenzied and sometimes 
frustrating five-stage rally. 
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ROAD RUNNER'S 
b e | DEATH VALLEY RALLY 
АК. (OUT Po 
М | ) ) 4 M | 1 


k ма iy 7979 J y 
With his hghtning speed, Road Runner has a definite 
advantage m this rowdy rally, but Wile Е. Coyote has 
devised some sinister plans to sideline him. It’s not just a 
race to the finish, either. Each stage has several flags, and 
the more Road Runner raises, the more points he'll earn. 
His high-speed dash eats up energy, too, so he'll have to 
find piles of Bird Seed to replenish it on his way to the 
checkered flag at the finish hine. 





Wile Е Cayote is more Interested in 
а roasted Rood Runner than the roce 


Flags and Other Finds ; Powered by Bird Seed, Road Runner can 


reolly run When he runs low ап energy, look 


low Flag | Green Flag ] À for piles of seed to refill hz power meter 
500 Points 1000 Point: 


Red Flag ) Purple Flag 
5000 Points 320,000 Points 


Bird Seed Full Power 
for Dash Heart 


Invincibility (J) Road Runner 
Shield A 1-Up 








А Е ч P “ч 
WAIT FOR A RIDE 


| W ıt here for « moving platform Ride on it to the fedge onthe | CONTINUED 
Left and [azp from there aver to the [edge with the Purple Flag | е 6 ON NEXT PAGE 











HIDDEN CAVE 


In many stages you ean find hidden areas by walking through walls that 
appear to be salid stone Just bafora you reach the top of the rock wall here 
walk off the elevator platform into the wall ап the right Pile up the рон! 








— __ 
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HIDDEN CAVE CONTINUES ROLLING HILLS 


Dont exit the cave aftar collecting extra paints Instead, jump Like the sign soya, there's 
down ta the lower nght corner af the cave and walk through the а Steamaller ahead, and 
wall You ll and up in a second Hidden Cave Run all the way so Wila E. Coyote is at the 
the right ond peck the box there to uncover а 1 Up. wheel Stand an on 
elevated ledge untl he 
passes underneath, then 
Dash off towards the finish 
Ime before ha can turn 








Read the Road Signs TRY THE TRAMPOLINE 

When you bít the road, be sure іс ~ ” Тау Trampolines re м in sete awas jo giye you a Li 

ат b E ie 5 > ie к t 1 Б tent A nee 1 
hich direction you should go to 

reach the checkered flag, and the skull 

nd crossbones means danger ahead. 

Others warn of specific trouble, such е. 

as а Steamroller or robot. Exclamation AM 

marks sometimes mean that there is 2 Е 


special item or hidden area coming up 
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ROAD RUNNER'S 


DEATH VALLEY RALLY 








PART 2 


You must complete two more desert 
areas before you reach the final chal- 
lenge їп Zippity Splat. In Part 2, Wile 
E Coyote takes toa hot air balloon 
and launches fighter planes that zero 
m on Road Runner. 


PART 3 


That clever coyote ordered Acme’s best bird suit, and thus time he 
1s tormenting the Road Runner with arr attacks. Look for more 
hidden arcas as you sez mem zen 
explore this, the ще 
largest stage in Zip- Ë Win 
pity Splat. Two 
Purple Flags are ın | 
one of the remote 
Hidden Caves. 














хае 







OTE'S CATAPULT 
ж for the It hw pl. 
эш a e 
that's tha paint tó ресі. Tha coyote тез off beulders 
` in bursts to ottock. á и 































RAPID REVERSE 






The play control con be frustrating here 


Dash up to the left ond turn mid-Hight to Ву up and aver Io the fight. 















Part 2 ıs under construction and Wile E, is riding 
the wrecking ball, trymg to reconfigure Road Run- 
пег face. Magnets pull beams into place, Ride the 
beams to the flag in the upper right. 


PART 3 


The coyote ts armed with a jackhammer in Part 3, 
and Road Runner has to Dash really fast to chmb 
the beams that lead up to the finish lne Chow 
down on Bird Sced and read the road signs. 












„ХА CRANE FOR COYOTE 
glans to use v wrecking ball to make road pizza 
er Look at the blueprint to see where the 
^ observe the movement of both the crane ond 
ing ball Dodge hem ûs you attack, | 


шаш 

















n 





MORE TRAINING 
Road Runner 15 back on the circus train in Part 3, but this 
time the crafty coyote 1s dropping bombs from a vintage 


airplane. Precise jumping 15 important here—and the 
game's play control makes ıt difficult. 


Road Runner lands on a runaway 
circus train in Part 2. Mischievous 
monkeys throw cream pres, Ele- 
phants shoot peanuts and Wile E. 
Coyote flies by on a rocket to 
attack. Run along the traın’s roof to 
raise the high-scoring flags. 












(€ RALLY ‘ROUND THE FLAGS = Ai [үнөн] ones | mo [AME] 
С 5-60. № 
« 


raised Та roll up a really 
© 

















high score, you should lock 
for oll of tham Some are 
easy to find, but you'll 
have ta find hidden caves 
and other secret areas to 
discover others The chart 





Фра Jo 
DEP eT 





© а tha night shows how В 


many there are in each 
area If you re о Rood 

Runner осе, you ll ind 

every one of them 


« 
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« BEEP > 6 un 
= zo ev < vo SEE s 


HOPALONG 
CASUALTY 















QUANTUM TÎ 








سا ساس دت o‏ | دہ دم 
























ШШ u m m m ma 


‚ HOT ROD ON THE RAILS 


. Mile E Coyote got the super deluxe lift lt for his car and 

he's riding the rails, looking for Rood Runner Stay ап the high 
route out af his reach and get ready ta jump when you hear 
| him honk hn horn 










































































| DO THE DASH CLIMB 


| Yaull have to run by this peak on the track below, then turn oround before — 
yeu cross ће finish line and da o Dash run up йз ngh side Canhnue ta tha 
left to find the Purple Flag Its o tough technique that takes lots of practice 
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SECRET PASSAGES 


There are lots of hidden passages 
ın these caverns, especially in the 
upper left area Try jumping vp. 
through the ceilings or walking 
through the walls to find secret areas 
One of them leads to the flag room 
just above Ihe starting point 


DOUBLE JUMP 


Leap up the ledges on the let, 
then leap into the wall under 
два this room IF you make о 
quick double jump, you con 
pass through a hidden hallway 
up ¡nto the chamber lt nt 
төзу, but what а find! 













о ее ei 


ib 
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CAVE-IN! 


There are Road Runner Hens 
т the cavas, and they hove 
very explosive persanalites 
IF you get toa close, they 
blow up causing rock falls 
The Barrels of blosting. 
powder are tauchy, too. 
When you gat clase to them, 
they explode ond cause 


ceve ins 
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PART 2 
In Part 2, Wile E. Coyote is 
riding the rails again, but this 
time he’s in a mining car. Не 
really sails. Pick up the Invin- 
ability Shields and look for 
fallmg boxes with action- 
arresting Clocks or energy- 
restoring Hearts. 


ВЕЕР! BEEP! A BE 


Powerful elecinc Beams glare ‹ 
overhead transmitters in Part 1 

cant run through them, во slam , 
and wait until they fade before 




















PART 3 


The rally 15 still stuck m the 
mines in Part 3—and that's 
not all that’s stuck. Razor- 
sharp Drill Bits pop out of 4 
the walls trying to skewer 
Road Runner. They're cer- 
tain to put an end to his 
Dashing about Memorize 
their locations so you can 
skid to a halt and time your 
leap past them. 





FALLING FINDS 


When you take a break from the action, Boxes occu: 
sionally fall gently from above on parachutes. When 
you peck them open, you'll find helpful items, There 
are 2 few in eve 














PART 2 Е 
In Part 2, Road Runner returns ! 
to Acme’s warped space, where 
electronic transporters beam 
him around. The coyote fires 
spheres of fiery light from his 
personal space vehicle and space 
vultures on jet-powered scoot- 
ers attack in groups. 


PART 3 


Now it’s Wile Е. himself on the jet- 
powered scooter, and he’s tailing 
Road Runner with more determi- 
nation than суег. It's easy to take a 
wrong turn right at the beginning, 
so watch the road signs and stay as 
high up on the screen as you can. 














COMING soon 
TO YOUR SUPER NES 
FROM INTERPLAY! 


EA 
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An Amazing, Uncanny Marvel Team-Up! 


Marvel Comics superstars Spider-Man and the X-Men take on 

an old foe in Arcade's Revenge from LJN. Callous killer Arcade 

has kidnapped Wolverine, Cyclops, Gambit and Storm for a 

payback session in his deadly amusement park. Sensing dan- 

ger, Spider-Man swings toward the complex to lend a hand. It's 

up to you to guide Spidey and the mutant crew to victory over 
this fearless fiend in a dozen thrill-packed stages, 


‚Spider-Man в X-Men = and ail olhar Marvel characters and the distinchve like- 
nesses thereof are trademarks ol Marvel Entertainment Group Inc, and are 
used with permission в 1992 Marvel Entertainment Group, Inc АП Rights 
Reserved, 














EP) 
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Peter Parker became Spider-Man after a bite ftom a radioactive HS 
spider gave him the ability to scale walls and lift objects a great )) 

В аи many times his own weight. His high 
E tech Web Shooters allow him to swing 
E across huge gaps and fight off enemy 
attackers. Spidey has teamed up with 
E the X-Men before, Now, he's got to 
help them stop Arcade's evil plans. 


PROLOGUE 


As the story opens, Spider-Man wit- 
nesses the abduction of Gambit, the last 
of the X-Men. in order to enter Arcade’s 
headquarters and get to the bottom of 
this evil plot, you must lead our hero to 
the building’s 20 Sccurity Eyes as they 
flash. The order 15 shown on the map to p an ihe мес Ña E 
the left. collect FE BEY Eyes ns hay flash 

























IDER-MAN 











Arcade's building 15 guarded by radio- 
controlled robots Flying spheres fire 
deadly shots while wall-hugging weld- 
ing droids shoot laser blasts Avoid the 
robots’ fire and gum up thor works Jump oway from the mechanoids blasts and 
with fluid from your Web Shooters. Counter with your own special attack 












Let the games begin! Now that Spider-Man through two ultrachallenging courses 
has made it to Arcade’s mysterious quarters, You'll begin with a total of four lives in 
he and the four abducted X-Men are locked reserve and no chances to continue, If you 
inside a huge house of Horrors Its up to manage to clear these 10 stages, you'll face 
you to guide cach of the heroes to safety Arcade in the end. 














Madman Arcade bas issued Yau can gude our heroes 
а chellenge to Spider Мол and through their stages ın ony 
the X Men “Escape or diel" order Press Select to switch 
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ARCADE'S 
REVENGE. 


Your friendly neighborhood Spider-Man 
has been thrown mto a very unfriendly 
construction site Spider Slayers toss 1 Е, 
exploding bags of concrete toward the po pes E. de = e i not 
Wall-Crawler while mechanoıds greet ОБЕ the Shocker. utilis ire Ри 
him with powerful blasts. And to top tt ЫМ байке Bin Jump frein 
off, the Shocker and NAstrh wait for X E d edie c Wi E ” 
Spidey on the upper floors e қы POE 





n 
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ee 


The steel bars that are attached to the T 
ceilings, walls and floors of th The otherworldly NAs 

ч trh swoops down on 
you at the top of the 
site Jump away from this 
winged creature’s Plasma- 


Balls, then Web him up 


SAGE ТҰС 


The site of Spidey’s second high-rise | direction of the wind and try not to get 
mission is exposed to the elements. | blown away, Carnage and Rhino wait at 
Watch the rainfall to determine the the end of this stage. 











Beware of the elements and jump only when the wind 
1s blowing in your favor 








The Py к ca m Fed Сіз сап гір 
through anything by using his super buman strength. In 
hus first meeting with Arcade, Wolverme faced android 
versions of himself m a hall of mirrors. Now, he will 
encounter an even more challenging group of foes. 
















The evil clown Obnoxio heads a 
troop of sinister toy soldiers and 
machine gun firing Jack-n-the- 
Boxes. Slash through this pack of ~ 
poseurs and head for the top N the 
hideout. 








Obnoxio's army of toys attack with all bar: 
rels blasting When you take on the hitman 
Jack-ın-the-Boxes, you can knock them out 

with two slashes or six no- punches. If ES 

you beat them without Claws, you'll earn à. ы, on the toys of ths табы ан 
energy-replacing Heart. more with or without your Clows 


uou M LM ° AG E Er. 
ters may seem solid, but you can E E 4 


throu gh ШЕП with four 






You'll butt heads with Juggernaut at the top of Obnoxio's carnival of ter- 
rors. If this human bulldozer passes you, you'll bite the dust. Slow him 
down by releasing the huge weights that hang down into the area, then hit 
him when his guard is down. 






Press the X Button with Claws 
си to tear down the walls 





Swipe at Juggernaut as he charges, then make с run 
for it. 









ARCADE'S 
ВЕМЕНСЕ | 


m) = [ T 
RA 
m t Ny 
As a member of the X-Men's Gold Strike Force, 
Storm (a.k.a. Ororo Munroe) is a master of the ele- 
ments By sending forth bolts of lightning and cy- 
clone whirlwinds, this agile superhero can blast 


past even her most powerful foes. 















































































































БЕН) Pe 
m 0 E Arcade has dropped Storm into a huge water maze where sbe cannot exer- 
i - 1. cise her ability to rise above the wind. She can, bowever, rise to the top of 
е SE $ h the maze and escape by making water rush in through broken hatches. 
B 


, ' , [] b 
А bail of energy blocks the 
tank’s exit. Send a Whirl- 
wind into the ball to stun it. 
Then hit ıt with bolts to 
finish ıt off 


As you break the hatches in the order shown on 
the map to the left, the water level will rise allow- 
тр you to swim to the top of the tank 










































































Sea creatures fire laser 
bolts. Keep your distance, 
avoid ther shots and coun- 
ter with you own bolts. 


STAGE TWD 


Storm’s second watery challenge occurs in Arcade's Hydroelectric Plant. By blasting the 
hatches, Storm will flood the plant and float to the top where huge glass spheres generate 
energy. When the spheres are busted, Storm will be free 


Some of the shells in the tank 
emit bubbles. Let Storm breathe 
ın the bubbles for extra energy. 








Hit the hatches in the. 


4 ONLN LB powe pan ond swim to 
£ NEEDS qe q s@ жем the source. 

























With ruby-quartz visors, the incredible Пе last met Arcade and he’s counting on 
Cyclops can blast forth powerful energy his power to see him again through this 
beams. This ability didn’t ЁШ bim when new clash with the madman. 


Sir ak OA 


Since Cyclops’ abilities are blocked by the powers 
of rubies and quartz, Arcade placed this mutant 
into a mysterious mune where gems are abundant. 
Help Cyclops take on the inhabitants of this 
underground maze and ride the mine cars over the 
electrifying track. 













High voltage surges through 
the mine car tracks. If you 
touch them, you'll be his- 
tory. Ride in the cars and 
jump as they roll over dia- 
mond-shaped land mines, 





Subterraneans are odd creatures 
that are unaffected by your 
visor blasts, You'll have to move 
in with kicks and punches to 
defeat these creeps. 










Card-carrying superhero Gambit is a cunning gambler with a 
rare gift for getting himself out of а jam. In this adventure, his 
only weapon is a pack of playing cards. What 2 deal! 


GE DNE 


The game is on in Gambit's nightmare 
world. Killer chess pieces and the giant 
spiked Doomball will cause major dam- | clear away the orange blocks 
age unless you are fleet of foot. before the Doomball closes in. 














ARCADE'S 
REVENGE 






By collecting Big Rubies like the 
one at the top of the mine, you'll. AZ 
be able to send out 10 extra- 
strength visor blasts, 





STAGE ТО 


As you move cven further underground, you'll encounter more laser-firing sol- 
chers, more strong Subterraneans and another powerful Sentinel Robot. Hold your 
ground, master your Cyclops moves and collect small gems for extra energy. You'll 
need all of the power that you can get for your battle with the massive Master Mold 
at the end of the stage, 





























Your continuing adventures underground will lead to more 
Sublerraneans and a Нос! fight with the Master Mold. 


SENTINEL ROBOT 


The creature at the bottom 
of this cave 15 а miniature 
version of the merciless 
Master Mold, Stay low 
while the Sentinel is on the 
ground. Then aim high and 
hit it as it hovers 








БҮКТІ Ее 

E ATTACKS! 
After the 10 individual stages 
are complete, you'll guide 
all of the characters to a 
final battle with 


Arcade and his 
monster machines, 


Your battle through Arcade’s games division goes vertical in this stage, If you 
don’t think swiftly, you'll be squashed. Once you survive this nussion impossible, 
you'll win an audience with the Black Queen, 









Hit the Plasma-Ball-spitting King of 
Clubs with as many gas 





| SUPER NES 





Puzzle players, meet G.L. Ant. He's the power behind the push in 
Ocean's new brainteaser for the Super NES. The object is to use 
the army ant to set up dominoes so you can topple them all with a 
single shove, leveling the Trigger domino last. Topple them in the 
time allowed to get a code that takes you to the next level and earn а 
token that lets you resume a paused game. If you finish a room 
without using a token, you sometimes find bundles of Captain 
Rat's Cash. You must collect nine bundles to carn the right to 
ponder the final puzzle. Colorful graphics, crisp sound, and the 
animated antics of С.І. Ant make Push-Over tons of fun. It has 
more than one hundred puzzling rooms, so Ш you like brain 
bogglers, you'll be a Push-Over for this onc. 


STOPPER 


Stopper dominoes are big, red roadblocks that are useful 
for turning traffic and trapping Tumblers. They're por- 
table, so СІ. Ant can shift their positions to use them 
more than once. Stoppers are the only kind of domino 
that can remain standing after the Trigger has fallen. 




















Splitters, which are yellow on top and red 
| on the bottom, trigger movement m two 
directions when they're hit from above. 
You can either start a run that will send a 
domino satling down to split them or hold 
a domino and jump from above, thus sav- 
ing your only push to start another run 
somewhere else m the room. 


$^ EXPLODER ¡ 


Pd ME ы dote EE We 
2 through the floor when they land, opening ËB 
way to lower levels. Put them just above where you 
it your dominoes to land and remember that the 
motion will continue in the same direction on the floor | 
below after the explosion, G.L. has to really heave-ho to | £ 
| pick up an Exploder. w 
Е 4 | 4 € а а 
1 ) | | ) 
/ y y y / W y y / 








































Tumblers are possibly the most useful 
dominoes. Once in motion, they continue 
until you stop them, tumbling end-over- 
end and changing direction when they 
strike either. Stoppers or standing Delay 
dominoes. They must drop before the Trig- 
ger dommo falls, hough Run them off the 
lower ledge, trip them up with starrs, or put 
a regular domino in the way 





time to maneuver, 

vantage of Delay dominoes. 

After they're pushed, they remain 
standing for a few moments, giving 
бау time to get moving. Another 
advantage 1s that other 
has backwards when 
mas and start the flow ın 
rection, You can also 
rs up and move them 
- been hit, as long as 
uo haven't yet fallen. 






When Bridgers topple, they span 
gaps in the direction they're 
pushed—unless they hit Delay 
dominoes. In that case, they 
bridge back m the opposite direc- 
\ tron if there are gaps there. If 
| placed just before Exploders, 
\ they immediately fill holes caused 
| by the explosions If you need to 
| Jump through a gap to reach the 
exit on a lower level, be sure to 
jump down before the Bridger 1s 
triggered, ! 





u shove Ascenders, th 
directly above. 


ШЕШІ ПЕТ 
СА .RUN "ЕМ DOWN! 


СЛ, Ant has his work cut out for him. Some rooms Ве can't jump up at all. Не can return to higher 
have ladders that he can use to carry dominoes up or floors only by ladder. When you first enter, start a 
down. In others, he has to jump from ledges to getto run and see what happens. The solution may be 
areas below. He can fall only one floor at a time, and simpler than you think. 










^ А simple switch starts the perfect run here. Switch the positions of the Standard 
and Vanishing dominoes and shove off, but look before you leap, You must 
jump from the left side of the ledge, not the right, to reach the exit. 
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Ca Lis 


LD SOME 


ca 


BRIDGES 


۰ а - 
m и Е 
( > 
/ 
EU 
д á т; Time's tight! Move the four Standard dominoes to the upper level, as shown. 


Push, jump down to the right and move the Stopper all the way to the left 
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Arrange the three dominoes on the left та trance down to trap the first Tumbler Let the second 


Exploder-Stopper combo, then move Tumbier fall into oblivion, then blast through the 





A ) @ / Bridger: 
4 L 





Carry the Stopper down the ladder, then climb back up and jump from the left 2 
Leave the right Tumbler where it 1s, Pat the other one beside the Trigger. Move 1 
the Bridger over next to the Exploder, then push the Tumbler and bomb a tunnel to the top 


Е 








s ы = 
ТАКЕ AIM ON THESE 
BLAZING GAMES! 


Nintendo’s Super Scope comes with six games. That's great, but we knew you wanted more! 
Now, the first round of supplementary Super Scope titles 1s hitting the stores. X-Zone from 
Kemco, Bazooka Blitzkrieg from Bandai, and Battle Clash from Nintendo will take Super 
Scope owners to new worlds to do battle with some amazing robots and invading alien forces 
Because the Super Scope has such a great degree of precision, the play control or "shooting 
control” on each of these games 1s excellent. X-Zone and Bazooka Blitzkrieg have an option 
which allows you to place crosshairs on the screen by pressing the Cursor Button. Shoot from 
the hip—you don’t even have to look through the sight! As far as graphics go, Battle Clash is 
the winner of the three, There 1s fantastic detail on the robot bosses and backgrounds. 
Basically, the strategy of these three games is to shoot everything in sight . . . at the right time. 
Quick reflexes and а good eye will turn you into a Super Scope champion! 
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A WORLDWIDE BATTLE 


The 21st century ushered in a new era of technology. The 21st century also saw the collapse 
of 20th century values and the world economuc structure, Natural disasters and war raged 
across the globe. The Earth became а world of hopelessness. The only form of amusement 
left was the Ваше Game. Standing Tanks, ог ST's, were created. They were grant, hydraulı- 
cally operated robots which often took on human-like forms. Help Mike and his ST Falcon 
take on the Battle Game masters. 


WHO’S THE FOOL? 


Guido, the slob who pilots Garam, thinks you are very fool- 
ish to challenge him and his green, frog-like robot After 
















The ST botes begininNew Yorkand 
wil take you to the four corners of the 
world and beyond! 


One arm gonel Use machine gun 
fire to fend ой Garam s pulse 
attacks. 


SCARAB 


For the second battle, you'll travel to 
Cairo to clash with Ikhnaton and his 
expensive Scarab. It's rumored that 
the Scarab has a weak spot m its mid- 
section. If you happen to see a door open up, take aim and 
nail the area with ап Energy Blast. 











A hal There s the elusive weak spotl 
Scarab is now vulnerable to oftack. 


Ап Energy Blost won t damage Scarab s 
thick armor Look for o weak spot 





Ikhnatan will whine about how much 
his Scarab cast after you dust it off 


GETRETEN ادود‎ 
А nice head shot, bu! try ta cancentrate 
mainly on Scarob s weak spot 








Work quicky on the other shoulder 
ane the chest оле to rush Garam 













This robot jockey from London 
thinks his ride 1s the most beautiful 
thing on the face of the Earth. 
Actually, he thinks he's the most 


beautiful thing on Earth He'll be sorely mistaken when you 
mess him up! Lorca ıs not very large and can move quite fast, 
so и can be difficult to hit him. 


Lorca moves quickly, за you may have 
to "lead" him o Бе ta score hits 


Yau ve got a Bamb 


You can blow Lorca з limbs off, but 
they will come back. Keep fringl 
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TM AND © BANDA! AMERICA 


TIME TO 
SWEEP 
THE 
STREETS 


Sylon Пас robots have invaded your city. 
No one seems to know why. Armed with 
your Super Scope and a ration of rockets, 
your Job 15 to terminate all of the robots in 
the city. Move through the streets and scopc 
out anything that looks like ıt doesn't belong. You can also cans, bottles, street lights and street signs Don't let the “amuse- 
blast things that o belong! Earn bonus points by annihilating ment factor” distract you from your mission, though 


©] ROBOT ROAD 


This street is laced with an assortment of formidable mecha- 
A robot appears т the window 








Hold the Fire Button down and fire off your full 
supply of rockets if necessary, Dov Пе-снек th 
Cursor Button to launch а rocket 





Noiledl Be sure to get ће Life Pod — Blaze the blue robot with a rocket 





пош, Be careful when shooting windows—there may be a 
robot lurking behind it just waiting to shoot you! 
| ) Robots on rocket cycles Ну by and 
will try to gun you down. A well-placed rocket blast will take 
out the helicopters ın the background. You'll need to lead 
them a bit to score а hit. 





| STN 


Shoot the robots first, then ga for the 
helicopters in the background 


MOTHER 
SHIP 


cannons on tha ide of th 


Dont ever shoot the Skull Pod Some 
of your Energy will be token away 


fore they shoot you Palt the 
ship with cocka! Ы 
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ELEVATOR 
ACTION 


a building that was under construction and are using it as 
a base of operations. Take the elevator up, take aim, and gun 
down the robots 


—_ 
1556 





жица: тст 
= — 


— M" 
The skycycte jockays will show up 
between the girders Rockets away! 


Nice shot! You wont be able to shoot 
through the girders or railings 


ROCKET 
LAUNCHER 


За aware of the rockats thet the boss 
а them out 


shoots from his “arms 
befara thay have a chance ta reach you 





The Nation’s defense system has suffered a mal- 
furiction, Your mission m X-Zone 1s to infiltrate 
the research center, Compound X. The defense 
system mainframe Bio-computer 1s located there. 
Luckily, you have been provided with a fully 
decked-out, Class A Exo-armor suit. Compound 
X 1s located in the middle of a vast desert. When 
you think about it, total global extinction would 
not be a good thing. However, it just may happen 
if you can’t complete the mission! 


1992 КЕМСО 





SUPER SCOPE 





к ж 
+ 
` 
< 
x БЕТІ 


Blast the Recon Pods and Drones 


Using the anti-gravity floatation boots that your Exo-armor 
suit в equipped with, you'll descend toward Compound X. 
You'll know when your targeting mechamsm has locked on 
to an enemy because red crosshairs will appear on it. 


+ @ S 
k 


Use the crosshoirsto forget enemies, Shoot the Power Pod to gain Energy 





One of the mce things about X-Zone 
(and Bazooka Blitzkrieg) is the cross 
hairs option. By pressing and hold 
ing the Cursor Button, the cross 
hairs appear on the screen. You can 
hold the Su 

per Scope 

anywhere 

How 

shooting 

from Бе 

your b 


| ) When you arrive at the desert floor, a | 3 The outer wall and gates surround- 


bevy of robotic ground forces will be there to meet you. The 
screen scrolls to the right, but enemies will be coming at you 


from all angles. 


m те... ст Be РЕ 
e " 


Uh-oh You're about to get ht, but your А Mole-drone has surfaced Shoot и, 
Plasma Launcher can save you then shoot the valuable Power Pod 


The Alpha Class Patrol Tanks won’t go down easily. Trash 
their upper half first, then the legs. Get the Power Pod! 


ing Compound X have been heavily fortified with machine 
gun batteries, artillery cannons and extremely fast anti-per- 
sonnel Sentries 





Just shoot everything in sight because 
everything in sight will blow up! 


This tronctad hover craft will ram a 
barrage of missiles down upan you. 


NEW SCOPE TITLES 


There are more great Super Scope games ш the works and on 
the way soon, 12: The Arcade Game promises to be a big 
blast! The Hunt for Red October and a Tom & Jerry game 
will also have Super Scope options. 











Mp ERI rs f rr [a re [s f = ju [e Ja 


“MARCH M 





® WIN A TRIP FOR 2 TO 
NEW ORLEANS 


С № GET TICKETS TO THE NCAA 
FINAL FOUR GAMES , 
COURTESY OF (<a 


{СЪ TAKE HOME AN NCAA 
BASKETBALL GAME FOR 
YOUR SUPER NES 
—— Ec Aaa 
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یپاچ ووا oreet‏ ا اسیا peine‏ 





ВВ 







Please answer the following questions on the postcard provided below, then enter our Player's Рай Contest by sending it in! 


А. Which games are at the top ot your holiday wish list? 
(Use the numbers from the beck ot this card to 
identify the games.) 

1 Super NES 
8” b. e 
2.NES 


бо _ 
3 бете Воу 
а b с 


B. Whet kind of Piayer's Guide wouid you like to see us come 
Out wlth next? 
1 A Super NES I Guide 
2 A Guide on one game, like Zelda А Link to the 
Past and Mano Mania 
3 A Guida an a special topic, like the Тор 
Secret Passwords Guide or the NES Game Atlas 


C. Wouid you like to know more ebout the peopie 
who така Nintendo Power? 
1 Yes 2 No 
D. What do you do with the poster thet comes In 
eech month's issue? 
1 ¡always take it out to hang on the wall 
2 ¡fl really like it, | hang it up 
3 | never take it out. | keep it in the magazine so i 
can use the maps on the back of it 
4 | never take it out | always keep my magazines 
intact 
5 | don’t care about the poster 
E. How oid are you? 


1 Under 6 3 12-14 5 16-24 

2 6-11 4 15-17 6 25 or older 
Р. Sex 

1 Male 2 Female 


1 
1 
' 
n 
1 
4 
1 
1 
H 
Н 
1 
' 
Н 
1 
1 
1 
1 
1 
1 
1 
1 
t 
, 

- 
3 
1 
1 


Please use the game titles on the back of thie card to answer the following questions. 
Please indicete, in order of preference, your five favorite NES games. 

. Piease indicate, in order of preterence, your five favorite Geme Boy games. 
1. Pieese indicete, in order of preterence, your five fevorite Super NES games. 


= 
ot 
z 
a 
а 
8 
= 
= 
s 
5 
8 
zi 
= 
8 
5 
3 
2 
S 
2 
> 
o 
š 
= 
5 
la 
ES 
3 
3 
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Name Tei. cd 
Address 

City. State Zip 

Membership No _Age 





Рівезе answer by circling the numbers that correspond to the survey questions above. 





ت جات تا خا سا ee ET‏ ماھ عا ت ات ت ما ا ت سا ےک 


1 J. Тима Test Answer 


A ааа ол E 


Did you know that you can get 
back issues of Nintendo Power? 
Or special Tip Books designed to 
make you a Power Animal? Well, 
you сап! Just fill out the other 
side of this card. 


the address: 


А. В. C. 

T а рис ЗВ с я b е. W £m 12 
D. E. Е 

1 2 3 495 | 2 3 ШЫ 6 S 
G. Indicate numbers 1-80 (from list on back of card) о O - и 
H Indicate numbers 81-120 (from list on back of card) 1. D 8883 4-5 





L. Indicate numbers 121-181 (from list on back of card) 1. Да 3. 4. 5, 









So what аге you waiting for? 
Fill it out. Detach it. Mail it. Here's 


Nintendo Power Magazine, 
P.O. Box 97032 
Redmond, WA 98073-9732 





































NES Games ‘Tournament бой 79 Wizards В Wamiore Jl Киков Visions — 116 Super RE Pro-Am 144 Army Conners ProTennia Tour 
41 NES Action Река? Ol Power 117 Sword el Hope. 145 John Maddon s Foothall 93. 
Кн Pasos led B BO Zoida IL Tha Adventure of Link ALL n De Er uds pop cle eile 
тете A D ратын ата 
5 Adventures of Lois E. de Fare hovaurant Game Boy батга 420 Tome зы the Past 
Е ig Con me реу сат а an 
5 аззован зач 21 Prince of Persia 82 Advonture Island 122 TMNT Fallot a Foe! Clan 148 The Log Vikings 
6 Bases Loaded It 47 Батал Retum of the Joker #3 Barbie 123 Tom & Је 460 Magic Sword 
7 Batman 48 Robin Hood. 84 Batman 124 Тер бол and Glory. 151 Msgica! Quest Starring Mickey 
i= pio EI ERES te 
Li America and the Avengers. 50 Roger Clemens MVP Baseball 90 Castlevania IL Balment'a Revenge 328 Turn and Bum 152 Mane Paint 
Негро B Саны Сону LII M ЕТУ 
11 Castlevania E-Sıman s Quest 52 Ths Simpsone Вал ve the Spare 98. Double Dragon It 128 Wave Race 154 МВА Challenge: 
12. Castiaverim Ш-Огасиаа Curse. Manan F8 Double Dragon Ш 129 Wordria 155 NCAA Basketball 
ан E эзне 12909 {б МЕР Sere EI 
m = 
men Epor sas ЗЕЕ Super NES Gare ОЕП © 
T Ее pe NES n 
17 Boa Vo 37 Spderian 34 Final Fanlasy Legend 2 122. The Addams Family Pugaley ê 180 Popular. 
18 Disney's Reacue Rangers. БЕ Ѕіаліау The Seamh for Or 95 The Flintstones: ‘Scavenger Hurt 181 Push-Over 
18. Double Oregon It Ситат 50 Ft Race 123 ActRalcer 162 Road Runners Death Valley 
20 Double Dragon N 59 Star Trok 27 Gauntlet 2 124 Arcane allay 
EE FEM м рес hi 
22. Dragon Werer 61 Star Wars #9 The Hunt for Hed October. 126. Batman Batura 184 Si па IL Dragon e Eye 
23. Dragon Werror I 82 Super Off Road. 100 Jeep Jembores 127 Best ol tre Bast. 185 SimCity 
24 Dr ın Werrior Ш 63 Super Мале Bras 101 The Jetsons Hobo! Panie 126 SiN Lalmbear’s Combat Basketball 168 Тһе Simpsons gars Nighmare 
25. Dr Mana $4 Super Maris Eros 2 102 Kid съди: 129 Bulls vs Blazers 187 Super Smash T V 
26. Fina! Fantasy 85 Super Mario Bros 3 103 m 130 Gybernaloc 168 Soul Blazer 
27 The Fimistones. 68 ТВС2 Thillos Sutari 104 Kirby s Dream Land 131 Deser Strike 188 Sonic Blasi Man 
28 Gargoyle s Quest 87 Taema Super Bowl 105 Lazio s 132. Drahen. 170 Space Megalorze. 
ВЕ DA cr M НЕЕ EE 
30 Gold Medal Challenge. 88 Totis 107 Malroid ІІ The Return cl Samus 134 РасеВал 2000 172 Super ый 
31 Jos B Мас. 70 Terminstor 2 Judgment Day 108 Operation С. 136 Final Е: и 173 Super Baseball Simulates 1 080 
32 Tha Legend of Zelda. 71 Tiny Toon Adventures, 108 Prince of Perus 136 Final Feniasy Мүніс Ques! 174 Super Bases Leaded 
39 Lemmings 72 L The Arcade Gama 110 ЯзвюСор. 127 Final 175 Super Bowling 
ЗА The Lite Mermaid 73 TMNT I 111 The Simpsons Escape From Camp 186 Fi 178 Super Castlevania IZ 
тоне ЕДІ mm Ера REN ркы. 
38 Море Man M 75 Uima Warriors о! Destiny 112 Spider Man 140 Gractue Ш 178. Super Мале Karl 
37 Mega Man М 7% Ulumais Air Combat 113 Sier Wars 141 Hai z Hole-in-One Galt 17$ Super Mario Word 
За Malroid 27 Vice Projsci Doom 114 Super Mario Land. 142 НИ the lo 180 Super ОН Road 
39 Manopoly 7B. Where n lhe World & Carmen Sandiego? 115 Super Mario Land 2 143 The Hunt fer Red October 181 Super А Type 













Nintendo Power 


Р.О. BOX 97062 
REDMOND WA 98073-9762 
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BACK ISSUE / TIP BOOK 
ORDER FORM 






Velume 28 


Volume 24 (дей 31) 
Volume 29 O st 





Don't miss out! Complete your collection with these classic issues of 
































"nee 
$450 зя 00 
É 50 кю 
50 вю 
BE š 9 
E] % 
EE] % 
EE] $600 
$450 9 00 
Volume 31 Dec 31 EE] E 
Nintendo Power Prices listed Inciude the cover price plus the cost of ship- Volume 32 {Jen 92) $450 БЕ 
Volume 33 (Feb 7%; $450 2 00 
ng and handing Volume 34 (Mar 3; #50 00 
lyme. $450 $690 
pa is Ж 
cct 2 as Volume 58 uy 32 ию хо 
ЕЁ Volume 39 иа вю 
lame Volume 40 (Sept, 32) ЕРІ во 
AR 200 Toman БЕЗ Es |El 
‘Set (Vel 1. i! $2400 за 00 
Sot (Vol 7 12) $2400 % 
= 75 G Set (Vol. та 19) $2400 $2800 
Guides 
‘Cnty е. Zp Aa 
+ на? Әке 3 (Vel 13) un o0 
Old 203 Ol слубтед EM В Жаша аа) ES En 
Phone Membership No з» Pye ea Va 10) EL] #9 
Please check method of payment Tip Books 
29 Check or Money Order Г MasterCard Г Visa Ше — жайло IB ES 
(Payable to Nintendo) Players Guides 
2243 NES Gama Ales пат 
422404 Gar $18 00 
#23247 Мело Мали. $1800 
dam — —— — NES ив 00 
Credit Card Number Expiration Data #2513 Zelda A Link to the Pact (NEW) $15.00 
обет Saure Talon No Wastmgten Stata residente sd 8 2% ас ик (тору suben by 082 Ofer vala Subtotal 
While suppos Jast) Алом six o sigh weeks fr daly Enclose пн card along wilh your Sals Tax = 
= payment or сл card mlormston пе stamped envelope and mat hern In ts ашты SESE TAX $ T 


Nintendo Power Magazina РО Hox 37032 Redmond WA 39073 8732 Total © 
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To enter, either fill out the Player’s Poll response card ог 
print your name, address, telephone number and the 
answer to the trivia question on a plain 3 1/2" x 5" card, 
Mail your entry to this address: 


ne entry per person, please. All entries must be post- 
marked no later than January 2, 1993. We are not respon- 
sible for lost, stolen or misdirected mail. 
On or about January 15, 1993, winners will be randomly 
drawn from among all eligible entries. By accepting their 
prizes, wini consent to the usc of their names, photo- 
graphs, or other likenesses for the purpose of advertise- 
ments or promotions on behalf of “Nintendo Pow 
magazine or Nintendo of America Inc. without further 


0 6 n [ES a эе a [a [o Га и Тай 


Е 
(E) 
Е 
Е 
[Б 
е 
Е 
Ш 
ш 
B 
С 
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50 Winners 


compensation. Prizes are limited to one per household, 
Chances of winning are determined by the total number 
of entries received. The ratio of prizes to entry cards dis- 
tributed is 61:1,000,000. No substitution of prizes 1s р 
mitred. All prizes will be awarded. To receive a list of 
winners, which will be available after January 30, 1993, 
send your request to the address above. 

GRAND PRIZE TRIP: Nintendo will provide Final Four 
tickets and arrange air travel and accommodations ш 
New Orleans for the Grand Prize winner and one guest. 
If under 18, the winner must be accompanied by a 
parent or legal guardian. The winner must also provide 
written release to Nintendo of America Inc. Estimated 
value of the grand prize 15 53000, Exact date of the trip is 
subject to final determination by Nintendo of America 
Inc. and to accommodation and airfare availability. Some 
restrictions apply. This contest 1s not open to employees 
of Nintendo of America Inc, therr affiliates, agencies, or 
immediate families Void where where prohibited by law. 
This contest 1s subject to all federal, state, and local laws 


and regulations. 
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PIAR WARS 


р KRZ-DZ WOULCN'T | 7 WE SEEM TO ВЕ. 
Try DRAWING THEIR FIRE, 
Loo} MASTER МЕЗТЕК. WOULDN'T 









OH, J CAN'T BEAR TO LOOK. 
WE SHOLILO NEVER HAVE COME 
ЛО THIS AWFUL PLACE. I WAS 


ING ON A PLANET 


SYSTEM. 
CRASH МЕ KEPT THE раната Ат 
Шева ДД LAWLESS 


BAY BY CONTINUALLY FIRING 
ім CIRCLES ALL 
AROUND 115. 






INSCREW 
YOUR HEAD ANC THROW 
IT AT THE JAWAS. YOU 
CAN TALK THEM INTO А 
OH, VERY GOOD 
Р MASTER. AY PLAN 
5 A SUCCESS. ЧОМЕ 
SCORCHED THE HOOD orm | 
ANOTHER, ЈАМА AND NOW 
WE САМ RESCUE RZ. 
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ACTRAISER LAGOON 


Josh & Ben Casson Rackvilie Centre, МҮ Finished 


Mason Sheffield Kingsland, СА Finished 
Michael Slaughter бей Springs, FL Finished 
Mike Adoms Spring Valley, CA Finished 
Nathan Fitzgereld sania, РА Finished 
Paul Krawczonek Westmount, PQ Finished 
Rob Nowacki Ottawa, ON Finished 
а 

BATMAN: RETURN OF 
Mike Sindorl Plattsmouth, NE Finished 
Jeff Sneed Milford, OH Feüshed 
Nathan Derksen Rorlington, 1A finished 
Nicholas Lurz Norfolk, NE Finished 
Chris & Ryan 

Krueger Medford, MA Finished 
Mike Rolfe Rising Sun, MD Finished 
Wesley McGrew — Calhinsville, MS Finished 
Andrew Ariens Lamoore, СА Finished 
Jedadiah Moody — Wilton, СТ Finished 
John Keyser Boltmore, МО Finished 
Mary Neat Madison, WI Finished 
Lee Vickers Manchester, TN Finshed 
Noel Vanek Coulterville, IL Finished 

DR. MARIO 

Sandy Welle Albony, MN 325,200 
Mike Halmes Littleton, NH 320,100 
Verna Osbum Sacremento, CA 290,100 
Thomas Mann Des Moines, IA 263,100 
Nori Mann Des Malnes, IA 204,300 
Charles Jahnsten Lake Land, FL Finished 
Steven Frendsen Antioch, CA Finished 
Caurmey Clay Nashville, TN Finished 
Eric Fuller El Paso, TX Finished 
Cathy Хопра Alexandna, VA Finshed 
JehnTogliamonte — Dearbarn Heights, МІ Fished 
Richard Germain Fabreville, pQ Finished 
Dockral & Corley 

Phillips Altoona, AL Finished 
Matthew Johnson Columbus, IN Finished. 
Joson Han Orangeburg,NY — Finished 
Jason Insley Grand Rapids, MI Finshed 
tason Ireland Silvis, IL Finished 
Brian O'Donnell Acton, MÀ Finished 
Debre Greene Grand Junctian, IA Finished 
Derek Johnson Waupaca, WI Finished 
James Rabon Missouri City, TX Finished 
Michelle & Jerry 

Margan ‘Screnton, PA Finished 
Scott MeWade Melbourne, FL Finished 


Lan Майа: 

Michael Starcher 

Rick Willard 

Alex Guharrez 

Canina Gibbo 

Jack Grebskı 

Katherine Sanders 

Michael & Adam 
Stewart. 

Kevin Hauston 


Marietta, СА Finished 


Jacksonville, AR 






Cristos Karras & 


THELEGENDOFZELDA | ^: 
ALINKTOTHEPAST | «eme 


Blake Carroll 
Епап Bresina 
Crag Sondell 
Dour Neps 
Edward Sampson 
Jason Lollis 
Noch Ostby 
Richard & David 
Lechich 
Rabert Stenberg 


Corl Christopherson Albia, IA 


Clinton Rupert 


_ METROID II 
RETURN OF SAMUS 


Тапу Willams 
Chris Smith 
Ken Kelly 
Јоле Contreras 
Doug Phillips 


MONSTER IN MY 
POCKET ia 


Tim Parry 
Charles LaMarsh 
Marhn Frenssen 
Adam & Alex 
Manson 
Derek Taylor 
Jasan Kiinkner 
William Canner 
Kiley Ryan 


Polos Verdes Estates, СА Finished 
Virginia Beach, VA Finished 


Син May 
Kenny Newman 





Matt & fim Finch 
Roger Sjolseth 
Chis & Steven 





THE SIMPSONS: BART 
VS. THE WORLD 


Dollas, TX Finished. Justin Lindh Fillings, MT Finished 
Henderson, TX Fished Craig Meland Olmsted Falls, OH Finished 
Youngstown, OH Finished Joy Cartwright Raleigh, NC Finished. 
ed Bob Walz Onsted, MI Finished. 
Hartsdaie, NY Finished 
we m | SUPER CASTLEVANIA IV 
Warren, MÀ Finished. 
x Ryan & Rrent 
pica ОА me Donaldson Homilton, ON Finished 
Joseph Harris Lake Wales; FL Finished 
Andy & Ryun 
Ware, MO Finished 


Rrassard, PQ Finished 
Laguna Niguel, CA Finished 
Мопейв Inlet, 5C Fınshed 


v ed Rondy Lukken Superior, WI Finished 
Прада и. ed Rob А Ман Parkins Ansonia, CT Finished 
Jocksen, MI ed Rey Belton Oscoda, MI Finished 
Haneo Path, SC ed 
Tronas rains [SUPER MARIO LAND 
Rremerton, WA Finished Mindy Serin Studia City, CA Finished 
Los Vegas, NV Finished Luther Anton Мата FL Finished 

Fished Colvin Butter Hauston, TX Finished 
Tamaque, РА. Finished Sammy Hast Brooklya, NY Finished 
Michael Forgan Palm Springs, CA Finished 
Kevin Cole Zebulon, NC Finished 
Ty Frencis Worland, WY Finished 
messem e | - . WORLD |. 
Finshed 1 - 
Columbia Station, OH Finished | jason Kuethar Meredith, NN Finished 
Chicago, IL Finished Jesse Mehrbach уте, ММ Finished 
Twin Falls, ID Finished тот Mohoer Seint Lavis, MO Finished 
Tony Davis Hetland, 50 Finished 


Amherst, NH Finished 
Apache Junchan, AZ Finished 


Crosby, MS Finished 


Mike Sheahan Washington, DC Finished 
Oranpaville, ОМ Finished 
Lafayette, LA Finished SUPER R PE 

Derek Friese Jackson, MO Finished 
Solem, OR Finished Jason Petroze Fantana, CA Finished 
Ralrvar, МО Finished Mike thly Denver, CO Finished 
Newport, OR Finished Becky Hutt Las Angeles, СА Finished 
Brookings, OR Fished Dieter Q'Bardy — Chicago, IL Finished 
Margantown, WV — Finshed — Rajesh Gupta Spotswood, NJ Finished 








photos of your high scores to: 


P.O. Box 97033 


Join the league of Power Players by sending | 


Nintendo Power Players 
Redmond, WA 98073-9733 
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The big mavers for the last Tap 20 af 1992 were the Super NES Turtles and Super Maria Kart. Early 
Pro vating far Copcam's Magical Quest gave it a very strang shawing. Likewise, Super Maria Land 





2 and Mega Man П made impressive maves in the Game Bay category. It's lackin' hat for 931 









11,903 
POINTS 


6 MONTHS 


SUPER 
| 


E 








7199 MEGA 





(10 MONTHS) PPS; 


BATTLETOADS 


Their point total fell 

almost a thousand beans 

7 083 from last month, but the 
“Toads still gained a spot 
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MARIO BROS. 3 


4 The silly look on Bowser’s 
‚| face when he rumbles 
through the castle floor 15 just. 
too good not to repeat. 


END OF ZELDA 


What hasn’t been said about 
this fantastic game? Maybe 
we'll think of something 
clever to say next month! 


AN IV 


a Dr. Wily kidnapped Dr. 
IB] Cossack’s daughter and has 

| deployed Toad Man and a cast 
ТЕ of others to stop Mega Man. 


——> TMNT Ш: THE MANHATTAN 
« PROJECT 

| not out of the Top 5, the 

6,154 Turtles continue to bone 


up on their ninja skills. 






Falling thrce spots, bur ( 


ГЕ 





10 


2%) TETRIS 


) METROID 























6 068 ` 
POINTS ) 





5044” 
POINTS 

4,242 
POINTS 





3,881 
POINTS 





TECMO SUPER BOWL 
FINAL FANTASY 
MEGA MAN I 
MEGA MAN IE 

DR. MARIO 


ZELDA TE THE ADVENTURE oF unk 


SUPER MARIO BROS.2 | 
DRAGON WARRIOR E 0 
TMNT Imran cane 

YOSHI 

















6 MONTHS 


16, 655 
POINTS. 





12 MONTHS 


9,941 
POINTS 


2 MONTHS 


7,203 
РО 








| He still has the cure. If j 












into the Valley of Bowser? 
NTS} Players are still fighting 
hard to юк in there, 


SUPER MARIO WORLD CONTRA I: 
What's the easiest way Jumbo and Sully blast 
ШЕ 


qur ТТТ 1 бш 
В Capcom’s Super NES transla- 7 


tion of the arcade sensation ¢ 


gives game playing nations 
Ч cause for celebration! 


THE LEGEND OF ZELDA- nent 







for the day when Gannondorf 


land of Hyrule for good. 


TMNT IV: TURTLES IN TIME 


g Players everywhere are jump- 
ing into Shredder’s Time 
Gate and are warping along 


brigade. 


their way back into the 
Top 5 as they assault 
Red Falcon’s Main Base. 


SUPER MARIO LAND 


Soon, cveryone will catch оп | 
to Mario's second Game Boy g 


adventure, bur Ще баг outing Ш D) TMNT: пи oF nie Foor LAN 


за rules supreme. 


METROID TI: "om" 


A Sull batting the point spread 
ШЫ for the coveted top slot, 
Samus Gains a little ground 

on Mario this month. 


| Mi Jumping up once again, it 
just goes to show that it ain't 

bjj easy keeping a good group of 
ZA battling “Toads down. 


D MEGA MAN TI 


This game managed to 


you don’t know what the 4 806 make its way into the 
S| cure is...you should defi- POINTS upper regions of the Top (99 24 





nircly find ош! 





20. It debuts ina big way = PONS) 











The young fad, Link, waits (1 











with che rockin’ Turtle, 

















FINAL FANTASY I 
SUPER CASTLEVANIA 
НЕ 


SEE SIMCITY 
10225 SUPER MARIO KART 
[ARS MAGICAL QUEST STARRING MICKEY MOUSE 
73108) MARIO PAINT 


the Thief will leave his home- |1 


“is | SUPER STAR WARS 


ЖЕ ACTRAISER 
Ка) SUPER GHOULS 'N GHOSTS | 


WWF SUPER WRESTLEMANIA 
FINAL FIGHT _ 
TOP GEAR 


s J KRUSTY'S SUPER FUN HOUSE 






SUPER MARIO LAND 2-6 conen cons 
FINAL FANTASY ADVENTURE 


FINAL FANTASY LEGEND T 


10 4%” THE SIMPSONS: oven cue var 
S) TMNT Traer From TRE SEMERS 

s) MEGA MAN in op. ws REVENCE 
(43 3985) FINAL FANTASY LEGEND 


YOSHI 

FACEBALL 2000 

BATMAN: serum oF TRE JOKER 
KIRBY'S DREAM LAND 

18 5%) CASTLEVANIA TE rasoir neve: 
8) CASTLEVANIA: nama: 
(20 7% | TETRIS 
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TMNT Ш The Manhattan Project 
Mega Man IZ 

Tecmo Super Bowl 

The Legend of Zelda 

Gremlins 2 


PLAYER'S PICKS 


Anto Lucero 


Аатодо 


Super Mario Bros. 3 
Battletoads 

Mega Man TI 

Double Dragon M 

TMNT І The Arcade Game 


PLAYER'S PICKS 


The readers of Nintendo Power 
| have voted these games to be their 
Top 5 NES Role Playing games. Cast 
a vote for your favorites in the 
Player's Poll this month. 
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Battletoads 

Ninja Gaiden Ш: The Ancient Ship 
of Doom 

Final Fantasy 

Castlevania ПЕ Dracula's Curse 


PLAYER'S PICKS 
'd.Raven 


T 
Stocktor 


Mega Man IZ 

Super Mario Bros. 3 
Rescue Rangers 
Punch-Out! 

Super Mario Bros 


PLAYER'S PICKS 


PLAYER'S PICKS 


Агеп Мег 
спа 


The Immortal 
Mega Man IZ 
The Uninvited 
The TMNT ПЕ The Manhattan 
Project 
Skate or Die 2 
PLAYER'S PICKS 


N 


ІШІ $ © 


TMNT IL The Manhattan Project 
Super Mario Bros. 3 

WWF Wrestlemania Challenge 
Major League Baseball 

Mega Man IV 


PLAYER'S PICKS 


Es Battletoads 


TAKE 5 ME 





| 





| 











| 1. Super Mario Land | 4, TMNTII: ТИИ 


| 2. Metroid II: tandis | В. TMNT: Fan ofthe Foot Clan 
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Craig T. Nelson 


I J Crag T Nelson -- winner of the 1992 





Emmy Award for Outstanding Lead 
Actor in а Comedy Series for his portray- 














If Nintendo were to design a video 
game specifically for you, what would its 
0al be? 

CIN: It would be great to have Nintendo 
develop this game for me in particular 
Since I’m always looking for my car keys or 
my dogs, it would be fantasrıc to have 
Nintendo invent а game іп which the 
object 15 to find misplaced car keys and 
locate lost dogs. 

: If you could design a video game 
yourself, what would it be abour? 
СТМ: As а matter of fact, Гус been think- 
ing about doing exactly this for quite a 
while If I were to design a Nintendo game, 
it would be a graphic race course. The 
player would actually be seated in the driv- 
er's seat. It would almost be “environmen- 
та! (ве driver would be able to tell how fast 
he's going and feel che thrill and emotions 
chat go along with speed. This game would 
also have multitrack capabilities. 

What is your favorite video game? 
CTN: My “favorite” game changes on a 
regular basis Гус always enjoyed the box- 
ing games, but the Mario Bros. games 
became too complex for me My current 
favorite в F-Zero. As a саг enthustast, I use 
F-Zero to help me with my driving con- 
centration І usually play F-Zero the night 
before a race I have found that if I can do 
really well on F-Zero, my concentration 





the following day is right on target. It’s a 
great preparation tool for me. 
Where do you usually play Nintendo 

games? 
CEN: I particularly enjoy playing games at 
home with my son on the weekend, when I 
have some free timc. РИ tell you something 
that's very interesting to me: when I was a 
kid growing up, my diversions were the 
radio and comic books. And now, kids are 
growing up with video games It’s fascınar- 
ing to see how growing up with Nintendo 
has helped my son with computers and 
other hightech equipment 
NP: As you know, Mario ts the ultimate 
Italian plumber, How would be fare with 
you as his Coach? 
CTN: Oh, he'd be in DEEP trouble that 
15, ЕТ could ever catch up with him. And if 

ever did catch up with him, he would 
make those distracting sounds of his and 
divert my sense of concentration. 
Unrrgh...ut’s so frustrating. 
NP: The character you play, Coach 
Hayden Fox, has been desctibed as a self- 
centered, blusteting bur fundamentally 
goodhcarted man. How arc you similar to 
or different from “Coach?” 
CTN: I am dynamically different from the 
character I play on *Coach." Our lifestyles 
and priotities are completely distinct. If 


al of “Coach” -- were to create his own 
Nintendo video game, its object would be to 
find lost car keys от locate missing dogs. That 
doesnt describe your typical video game, but 
then, Craig T. Nelson в far from your typical 
actor. With writing, directing, producing and 
starring to his credit, he has httle spare time. 
When he does, you've likely to find this actor, an 
auto racing enthusiast, exther on the raceway or 
at home playing video games in preparation for 
the “veal thing.” 





Coach Hayden Fox were to meet me, he 
would dislike me immediately, Without a 
doubt, I would find him much more inter- 
esting than he would find me 

NP: What advice can “Coach” give to 
Nintendo players? 

CTN: Pd Ше to encourage all Nintendo 
players to become avid readers, as I encour- 
age my own son to be. I feel that reading 1s 
the foundation for che ability to commun 
cate If it were a Nintendo game or any- 
thing else that allows for the 
communication of information, I would be 


areal fan, 





Craig T Nelson, pictured here with the rest of the cast, 
calls he ploys on his hut weekly sit-com, “Coach * 
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TWO GUYS’ OPINIONS ON THE LATEST RELEASES 


There are a lot of new releases to talk about in this issue. So let's 
get right down to it. 


The sleck Stealth Fighter soars through nine risky missions in 
this two-player, simultaneous flight simulator. One player pilots 
the jet while the other player controls weapons systems. Fight 
off squadrons of cnemy jets, then set your sights on ground tar- 
gets in Libya, the Middle East and other dangerous locations. 


I got lost in the clouds trying to figure this one 
GEORGE) out, I think that you'd have to spend a lot of 
time learning how to control the fighrer before you could have a 
really rewarding playing experience. 


I didn’t get anywhere near my ground targets 
when I was playing this game because 1 was too 
busy blasting jets out of the air. It would be caster if you could 


start closer to the targets. As it ıs, it's a little too confusing. ГА 
only recommend it to teal fighter plane fanatics. 





The wacky purple alien, Widget, clashes with the likes of Mega 
Slank, Bizarto, Dr. Dante and Flim and Flam McSham in this 
five-stage side-scroller. He can transform into various shapes in 
order to battle the baddies and get hints from the Mega Brain if 
he’s at a loss fot winning moves. 

"m This 15 an above average side-view action game, 
‘ but I think it may be a little difficult for the 
mostly young audience that it is likely to attract. 
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My first impression was that the game would be 

good for young players because of the graphics 
and the characters, but it’s pretty hard. I chink that only some- 
one with great reflexes could get very far in this game without 
being frustrated. 


2 чыш R 





Paircd-down hockey teams hit the ice and cach other in this 
fast-paced one- or two-player game. If you'vc eluded your oppo- 
nents, you can pull off an unstoppable Super Shot for a guaran- 
teed score. 

п This is an casy-to-understand hockey game. I 
è like the general sense of control and the Supet 
Shots. 


175 difficult to figure out who's got the puck 
when you're on defense in this game. Otherwise, 
the game 15 not bad 


MISS] F таттой 


КОСЕК СГЕМЕМ5 МУР 
BASEBALL 





After successful NES and Super NES releases, Roger Clemens 
МУР Baseball has made its way to Game Boy. This innovative 
take on baseball keeps close to the action by switching view- 


points while the ball is in play. Teams from Mayor League | 


Baseball cities compete for division (10, 


1 like the changing viewpoint in this game. It 
puts a player into the action. But it does take a 
while to figure out where to throw the ball after fielding it. 





I really like this one It’s got good animanon 

and a cool view on the action. The computer- 
controlled team still beats my team every time. I have a better 
chance against another human player. 





The nitro-fueled racer, Super Off-Road, completes its Nintendo 
systems hat trick with this single-player Game Boy translation. 
Fly by the competition on 14 mud-packed tracks and imptove 
your vehicle using victory loot. 


Тт glad that the programmers decided not to 
shown the entire track on a single screen. That 
would've made the Racetrucks way too small. As it is, they'te 


tiny, but manageable. 


ROB J I would have liked for this to be a multi-player 


game, but it’s still fun as a race against comput- 


er-controlled vehicles. 








The medieval world of Gemfire is split by warring factions. In 
the four scenarios of this strategy-oriented game, your mission is 
to unite the provinces by befriending their leaders or taking 
them over. One or two players can participate by taking turns 
with the computer-controlled opponents and making moves 


toward the unificarion of the land. 


games that have a lot of depth Бис very little action 


You have to invest a lot of time in this game 
before it gets really interesting, It's definitely not 
for ЕШТЕН who want immediate gratification. 





Day 1 
Centra 


The opinions of Rob and George do not 
reflect the opinions of Nintendo Power 
Magazine or Nintendo of America Inc. 





This one is strictly for fans of stratcey-oricnted | 


| Game and the somersault move. What I don’t quite understand 





Alien commandos are annihilating Earth in this two-player 
simultaneous combat exercise. Your mission is to fight through 
five stages of alien territory and put an end ta the destruction. 


While the play control is less than intuitive, 
Gunforce does feature good two-player simul- 
taneous action and some cool vehicles. 


1 think that Pd rather plug in Contra Ш: The 
Alien Wars, This game just seems like a tired 





imitation, 





Home Alone 2: Lost in New York follows Kevin McCallister as 
he cludes the bumbling burglars, Harry and Mary, and survives 
an adventure in the Big Apple. Super NES, NES and Game Boy 
versions of this four-stager follow the same script, After a race 
through a posh hotel, Kevin dashes through Central Park, bat- 
Чез the burglars in a huge townhouse and makes a run for 1t 
through the city streets. Kevin's special items include a Super 
Punch Gun and a Bell that allows him to knock out enemies 
with a super somersault 


The graphics are pretty cool for the Super NES 
version of this game. I also like the Super Punch 








is why there are jumping garment bags and suitcases that move 
by themselves. 


The good news is that this game is consistent on 
all three systems. The bad news is that it’s not 
great. 1 find it to be frustratingly difficult at the beginning. The 
first thing that happens in the game, if you wait around for two 
seconds, is that Kevin 1s strangled by the bellhop 












Super NES, NES and Game Bay versions 
‘of Home Alone 2 Lost in New York fol 
low the story of the hit томе through 
four stages of burglar-busting achon 


The digitized umage of Alex Trebek provides the answers and up 
to three players attempt to buzz in with the appropriate ques- 
tions in this Super NES adaptation of the popular game show, 
Jeopardy! In addition to great Super NES graphics and 3,500 all 
new answers and questions, the game includes a Stopper thac 
gives the contestants several seconds to read an answer before 
they are allowed to buzz in with a question. 
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This one's a lot of fun and a must-have fot 
Jeopardy! nuts 


1 like this game a lot. Вис even with 3,500 
TROB) answers and questions, I ran into a few repeats 
after three playing sessions. That might be a concern for players 
who plan on playing the game a lot 











PRINCE OF PERSIA 


А young adventurer has two hours to escape бош the dungeon 
of a huge Persian castle and climb 20 floors to the top of the 
tower in otdet to save the princess from the evil Jaffa. This 
Personal Computer classic, which has also been adapted to 
Game Boy and the NES, features incredible character animation 


and detatled graphics, 
| This is a very fun and challenging game. Since 
Е B) the character moyes so smoothly on the screen, 
he almost seems real It does take a while to get used со the con- 
trols and, for thar reason, can be frustrating at times. But overall, 
it’s a great game. 
The Prince of Persia games have brought on a 
real revolution in character movement. This one 
has fantastic graphics and animation. Some of the ways that the 


character bites the dust may be a little too graphic, but that 
would be my only point of criticism. 


| RACEDRIVIN | D 


Thus arcade game translation features three race tracks and a 
from-the-driver’s-seat viewpoint. The object is to stay on the 
track, cross the check points in the allowed time and complete as 


many laps as you possibly can. 
a GEO GE | like the idea of daredevil driving on jumps, 
2 loops and banked tutns, but the action in this 
game 1s so rough and slow that driving through these arcas gives 
no sensation of danger or realism. 


ROB ) It's nor as thrilling as ıt could be 























Q*BERT 


‘The wacky round character with che long nose makes his Super 
NES debut in this fast-paced puzzler. Help Q*Bert clear more 
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than 100 playfieids of cube-hopping action and avoid contact 
with Bad Balls, Coilics and other Q*Bert-crushing creatures. 


I don’t quite see why there's a need for a Super 
q NES version of Q*Bert since the game and char- 


acter ate so basic, but it is well executed. 


ROB) I kept jumping off the edge when I was playing 
this game I just didn’t have a lot of control over 
my Q*Bert because of the angular shift between the controller 
and what you see on the screen. Nevertheless, | do like the 


graphics and variety of the game and I know that, in time, | 
could learn to taken control over the character. 








CALIFORNIA GAMES I 


California Games 2 from ОТМС brings home the fan of the 
Golden State to Super NES players everywhere. The five events 
are hang gliding, skare boarding, snow boarding, body surfing 
and water Jet racing. Nothing 15 exactly what it seems in 
California. These events all have some wild twists, such as in 
hang gliding, during which you drop water balloons at following 
targets while keeping out of the reach of sharks, 


I thunk the fun factor of this game is helped out 
by the craziness of the events. Dropping water 
Balloon оп sharks isn't exactly sane behavior. The comic graph- 
acs also look sharp. 


Control on some of the events can be a bit awk- 
ward, During the body surfing event, the con- 
trol sequence for turning at the top of the wave 15 almost 
impossible. Too bad there aren't more events or variations of 





events 





. m 4 
WARP SPEED 
Srar Bases of the Galacuc Armed Services (С.А.5.) are under 
attack, As the pilot of a G.A.S. Starship, you must fly through 
black holes, from one quadrant to the next, and defend the 


bases. You can choose to enter any of seven individual missions 
or clear a campaign of four missions in a row 


There's not a lot of excitement in this game, 
= J except during the fighting scenes, and those are 


sometimes few and far between. 


1 don't quite understand why the R Button is 
used for firing weapons. But, other than that, 


this 15 a cool mix of spacecraft simulation and action. I like it. 








"oy NES TITLE COMPANY  ruvimro POWER METER Hm GAME ТУРЕ 
BATMAN RETURNS KONAMI ІР/РА55 3.2 | SUPERHERO ACTION 
CAESARS PALACE | VIRGIN GAMES | ІР Y 2.8 |GAMES OF CHANCE 
F-117A STEALTH FIGHTER E 1! MICROPROSE 2P-S/PASS 2. 3.0 | COMBAT ACTION 
HOME ALONE 2:LOSTINNEWYORK | THQ | 1P ; 2.5 | COMIC ACTION 
JAMES BOND JR. | | THQ 1P/PASS 3.1 | SECRET AGENT ACTION 
TECMO NBA BASKETBALL |. TEMO  QP-S/BAIT 3.6 | BASKETBALL 
WIDGET ATLUS 3.1 |COMIC ACTION 




















GAME BOY TITLE COMPANY PLAY NFO METER RATINGS GAME TYPE 
BONK'S ADVENTURE _| HUDSON IP COMIC ACTION 
F-1S STRIKE EAGLE IT MICROPROSE |1P/PASS COMBAT ACTION 
HIT THE ICE TAITO PS |2. HOCKEY 
HOME ALONE 2: LOST IN NEW YORK TH № I COMIC ACTION 
LOONEY TUNES SUNSOFT ІР 383. COMIC ACTION 
ROGER CLEMENS MVP BASEBALL LN — QP-S/PASS BASEBALL 
SUPER MARIO LAND 2 | NINTENDO | 1P/BAIT | 4. COMIC ADVENTURE 
SUPER OFF-ROAD TRADEWEST | IP ў RACING 























Е SUPER NES TITLE COMPANY PLAY iNFO RATINGS GAME TYPE 
BATTLE CLASH NINTENDO | 2P-A 3.7 | SUPER SCOPE ACTION 
BAZOOKA BLITZKRIEG BANDAI АР-А 3.0 | SUPER SCOPE ACTION | 
DESERT STRIKE: RETURN TO THE GULF | HECTRONICARIS ІР/РА55 | 3. 3.6 | COMBAT ADVENTURE 
GEMFIRE КОН — 2P-A/BATT .3 3.2 | ROLE PLAYING 
GUNFORCE IREM 2P-5 2.8 | COMBAT ACTION 
HOME ALONE 2: LOST IN NEW YORK THO | IP 12, 2.6 |COMIC ACTION 
IMPERIUM VICTOKAI IP 3.1 | SCI-FI ACTION 
JEOPARDY! FEATURING ALEX TREBEK GAMETEK | 3P-5 3. 3.8 [GAME SHOW 
PRINCE OF PERSIA KONAMI ІР/РА55 3.9 | HERO QUEST 
PUSH-OVER OCEAN — ІР/РА55 3. 3.9 | PUZZLE ACTION 
Q*BERT 3 NTVIC 2P-A 3.3 |PUZZLE ACTION 
RACE DRIVIN’ THQ ІР |2. 2.6 [RACING 
ROAD RUNNER’S DEATH VALLEY RALLY | SUNSOFT ІР |4. 3.7 |COMIC ACTION 
SONIC BLAST MAN TAITO ІР 3. 3.7 | SUPER HERO ACTION 
SPIDER-MAN AND THE X-MEN UN IP 3.8 | SUPERHERO ADVENTURE 
WARP SPEED ACCOLADE |1P/PASS | 3. 3.5 |SCI-H ACTION 
X ZONE KEMCO IP 3.2 | SUPER SCOPE ACTION 


CHART KEY ¡PLAY INFO ¡ POWER METER 

| G 1 Games are made ta be played with as many ı The Pras at Nintenda НО rate 
Yau can get the mast aut af yaur | as eight а Some also E a battery | 9 Це зите wd ер 
ате chart by understanding , 97 Password to save game play data. am 1 (poor) ta 5 {excellent} in 
the on Title, Иры | #P = NUMBER OF PLAYERS | faur different categories 

and game type are self! $ = SIMULTANEOUS , G=GRAPHICS AND SOUND 
explanatary. Use this Key ta! А = ALTERNATING ı Pz PLAY CONTROL 
understand Play info and the | ВАТТ = BATTERY | C=CHALLENGE 
valuable Power Meter ratings. | PASS = PASSWORD i D=THEME AND FUN 
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NHLPA sounds more like a national 
plumbing organization than the coolest 
hockey game this side of Hudson's Bay, 
but Electronic Arts has really put the 
action on the ісе, NHLPA Hockey ‘93 
(the PA stands for Players’ Association) 
features great realism and playability in 
the first Super NES hockey game. Besides 
the exceptional control, which mimics 
real skating right down to limiting the 
radtus of your turns, NHLPA has solid 


A LOOK INTO 
THE GAMES OF 
THE FUTURE 





graphics, real NHL players, 24 teams, 
Penalty or Fighting Only options and 
great sound. The Artificial Intelligence 
controlling the playets on bath teams is 
excellent, which means that scoring is 
tough, just like in the big leagues. 
Another big league sports entry from 
EA 1s John Madden Football ‘93. For 
straight-forward football action, this 
game goes the distance, retaining most of 
the features of last year’s hit release. 


Special historical teams are a great addi- 
tion to this version. You can play with 
such monster squads as the Miami ‘72 
team, Oakland “76, San Francisco ‘84, 
Chicago ‘85, or Big John’s all-time all 
stars. Both NHLPA and John Madden 
“93 have the standard Electronic Arts 
Sports Network features of two-player 
contests, Passwords for continuing play- 
off action and lots of play options. It's a 
winning combination, 
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A new super hero has come to Earth to 
save the day, and his name в Sonic Blast 
Man. Taito’s latest Super NES street- 
fighting game may look a lot like Final 
Fight, but the super moves are all new. 
Sonic Blast Man can jump, punch, spin, 


N 






Sonic Blast Man 


> SimEarth 


kick, whirl enemies around and throw 
them in the trash. That's just for starters. 
His super 100 megaton punch can stop a 
speeding locomotive, at least on the 
demo screen. As for the game, it can get 





get new moves and greater challenges as 
you progress, Some of the later enemes, 
like the semi-invisible creatures in the 
sewer, are truly unique. If you liked Final 
Fight, Sonic Blast Man, due out early 















For the video game play- 
er who has everything, how about your 
own planet? Last year, Pak Watch looked 
at a Japanese version of SimEarth in its 
carly stages of development. Now we 
have the nearly complete U.S. version 
FYI, SimEarth is based on a computer 
game by Maxis, the creators of SimCity, 
and creation 1s what the game is all 





Here’s a shooter with a twist. Instead of 
flying through space, blasting aliens, 
you're dnving a super high tech tank over 
a futuristic battlefield, or flying overhead 
in a chopper. The tank was this Pak 
Watcher's favorite vehicle. It shoots in 
eight directions and has special weapons 
options and а Jump feature, The action 15 
even better in the two-player option One 
player flies while the other drives. The 
goal is to destroy the computerized war 
drones who are taking over Earth. 


about. With control over the aspects of a 
planet’s interrelated ecosystems, you 
musr adjust the balance to encourage the 
growth of life. Once life appears, you 
must nurture 11 until it evolves intelli- 
gence. The final resulr may surprise you. 
You may wind up with a civilization cre- 
ated by insects or dinosaurs. This version 
has lots of easily accessible feedback and 


15 actually more fun than the PC origi- 
nal, but don’t expect to play it ша hurry. 
Evolution takes a long time, even on the 
Super NES. Luckily, there is a way 
around impatience, because the game 
includes an unlimited power mode in 
which you can create life ftom scratch. A 
word of warning: fans of SimCity may 


find SimEarth too slow and complex. 
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Mr. Cogswell is walking all over the 
rights of the aliens when he sets up a new 
factory, and its up to George Jetson to 
put things right. Taito’s NES Jetsons 
captures the look of the classic cartoon 
series in a multi-level action game. The 
running and jumping action takes place 


*OOGSWELL р 
UP. MINING F 


-TTING 
STORY 
ON PLANET м2 


ш various space-age levels with lots of 
moving platforms and not too many епе- 
mies Boss characters at the end are mote 
of a challenge. You'll receive helpful mes- 
sages from Rosie, the Jerson's tobotıc 
maid, and a gopher-hke alien, and delud- 
ed rantings of power from Cogswell. 


Yoshi's Cookie 


Somewhere along the 
line, Mario, Yoshi and a cookie factory 
were added to make it more fun. The 
basic idea 15 that scrambled rows of cook- 
ies need to be sorted for packing. By mov- 





ing the rows, you can match cookies and 
clear lines. When you clear all the cookies, 
you'll move on to the next, tougher s 
Та this sort of puzzle game, the challenge 
is never-ending. NES and Game Boy ver- 





‚ Ren & Stimpy 





The latest cartoon craze 
is Nickelodeon’s Ren & Stumpy, a couple 
of demented critters who always wind up 
in outlandish situations. This Game Boy 
action game starts off in space with Ren’s 
life-cord accidentally being cut. While 
Ren drifts around outside the ship, 
Stimpy bumbles about inside. That's 
where the action 1s. Sumpy hops, jumps 
and spits in an effort to save his pal. In 
the early version we received from 
T*HQ, the graphics looked good but the 
play was still a bit rough. Stay tuned for 
mote. 
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PAITA 






Throughout the game, George picks up 
objects and throws them (similar to 
Rescue Rangers} and collects hidden 
items everywhere. For a solid, fun game 
with good control and few surprises, look 
for the Jetsons carly next year. 





sions will be released early іп 1993. BPS 
will release a Super NES version with 
extra game modes latet in 1993, including 
a special puzzle mode designed by Alexey 


Раипом, the creator of Tetris. 




















JAPAN WATCH 


Once a year in Tokyo, Nintendo and its Japanese licensee companies get together for 
the Shoshin-kai tradeshow. This year’s show was bigger than ever. Top attention-get- 
ters included: Final Fantasy V, with up to 100 different charactet party combinations 
possible, Sonic Blastman, Top Gear 2 (look for this Pak in mid summer), T&E Softs 
Devil Course (golf in impossible fantasy terrain), Power Monger (a PC conversion sim- 
ilar to Populous), SimAnt (take over the backyard with your colony), and Super Mano 
USA—the game we know as Super Mario Bros. 2—which has never before been 
released in Japan. The Famicom version of Barcode Battler was also shown, but don’t 
expect to see this die-hard RPG in the U.S. 
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Barcode Battler 


GOSSIP GALORE 


The biggest Pak Watch scoop this month is that Super Empire Strikes Back ftom 
Lucasarts 1s already under development by the same team that created the fantastic 
Super Star Wars Pak. Darth's return should occur some time next summer. Super NES 
players have waited long enough for some extra control for their action-packed games. 
With the new Super Advantage, already released from ASCII, they can have turbo pow- 
er on all ях buttons and an arcade-style joystick. Sunsoft looks like the supreme rulet of 
Saturday morning software, and theit linc-up will get even more stupendous in ‘93 
with Superman, Taz, Pirates of the Dark Water and Duck Rogers In The 24th Century 
for the Super NES. You may remember a Pak Watch mention of an NES game called 
Crazy Land some time ago. American Softworks has taken that game, added some 
Trolls, and renamed и, The Trolls In Crazy Land, but the game ıs the same by any oth- 
er name. Robin Wiliams’ holiday hit, Toys, has been made into a Super NES game 
ftom Absolute. 

Ocean's Super NES Addams Family: Pugsley's Scavenger Hunt deals with the 
strangest family ever, while Spot’s Cool Adventure, an action game ftom Virgin Games 
for Game Boy, has a world peopled by 7- 
Up spots instead of humans. If you want 
a change of pace, maybe Acrobiz—a 
Super NES airline simulation from 
Koci—is your ticker to fun. You'll nego- 
uate fot routes around the world, buy 
jets, set ucket prices and run every con- 
ccivable aspect of your ан ас from adver- 
tising to maintenance. You can even start 
price wars! What will they think of next? 


‘Sonic Blast Man 











Aerobiz ` 





Ace Herdieg: Lost In Las Vegas 
Best of the Best 

Crash Dummies 

The Jetsons: Cogswell's Ceper 
Mege Mee V 

Rocky & Bullwinkla 


Yoshi's Cookie 
Youeg led 





Addems Family: Pugsley s 
Sceveeger Huet 

Aerobiz 

Batmee Retures 

Best of the Best 

Bubsy 

Cel Ripkee Jr. Baseball 

Califoreia Gemes П 

Cybernetor 

Dragoe's Lair 

Equieox 

Femily Dog 

Firepower 2000 

Gods 

John Maddee Footbell '93 

Kieg Arthur's World 

The Lost Vikiegs 

Megicel QuestMickey Mousa 

NHLPA Hockey ‘93 

Rocky & Bullwiekle 

Sheeghei II 

SimEerth 





| Soeic Blest Mae 


Super Coeflict 
Supermee 


Utopia 
Wieg Commeeder 
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COMING NEXT MONTH IN VOLUME 44 : (from Vol. 42, pg. 105) 
"SE MC Kids 
i ë Contra 2. the Allen Wars 
.. 3 Super Mano World 
* 4 Batman Return of the Joker 
» 3 Darkwing Duck 
We'll bring in 1993 with a bang! This New Year's addition wiil . E СА 
feature great game reviews, plus a 48-page subscriber only bonus . Ж Star Trek 0 
section jam-packed with cool stuff. Bring it ont * 8 Metroid 
«4 Soul Blazer 
MAGICAL QUEST С р Р Tohan or Red se 
5 5 2 2 Final Fantas; 
Starring Mickey Mouse ед Soul Blazer 
This is onc outstanding game! Mickey has got to find his ol' pal, 2 4 StarTropics 
Pluto. Emperor Pete must've wanted a dog. Capcom Ваз dehv- . 5 Mega Man TZ в 
ered one of the most graphically beautiful games ever. You have s 5 1 Prince of Thieves 
to see it to believe itt в Rescue Rangers 
( 9 The Jetsons 
10 A Boy and his Blob 


Faceball 2000 
T&C 2 Thnlla's Surfan 
Super Mano World 
The Addams Family 
TMNT 


1 
2 
3 
4 
5 
6 Smash T V. 
Пе 
8 
9, 
0. 





Zelda A Link to the Past 
Super Mano Bros 2 
Felix the Cat 

Street Fighter I 


SONIC BLAST MAN 


POW! BLAM! BAGOOM! Comuc book action comes to life ч 
when Taito's hero of justice—Sonic Blast Man—starts knocking . le 1 -- 


fighting moves since Final Е Wacky Races 


< ail 

E. The Rocketeer 
3 Krusty's Fun House 
ER Wings 2 Aces High 
UNES) Zelda А Link to the Past 
. 6 

lods 

58 









heads with the best strec 





Power Blade 
Street Fighter I 
WWF Super WrestleMania 





Monopoly 


9 
маташа ` 10 Maniac Mansion 


CROSSWORD PUZZLE KEY 





You knew it would happen. He's back and we're extremely hap- 
py about it! Capcom's fifth Мера Man adventure pits him 
against the likes of Gyro Man, Gravity Man, Napalm Man and a 
cast of many others 
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пт POWER CHALLENGE 
e TRADING CARDS 





Look On = 6 То Find This Month's Winning Trading Cards! - There's a Oifferent Winning Senes Every Month! 


Please see the reverse side for all the deiarls оп how to win! 









Power Challenge Trading Cards can do more Beginner, Novice and Pro-level players. The 
than increase your library of games: they can Power Challenges are set by top Game Play 
sharpen your playing skills! Look on the back © Counselors and the Nintendo Power Staff. 
of each card to find a Power Challenge for Go ahead, give em a try. They're a lot of fun! 





_ BATTLE CLASH 


HERE'S HOW TO WIN: 


In this issue, as a Nintendo Power Super 
Power Club benefit, Nintendo is giving away 
up to 500 Super NES Game Paks** as prizes 
for collecting the winning combination af three 
Power Trading Cards Look in the Player's 
Pulse section in this issue to find the winning 
combination of the three Pawer Trading 
Cards If you like, you can trade cards with 
friends ta obtain the winning combination 

If you collect the winning combination of three 
Power Trading Cards, send the following ta 


POWER CARD #22 


EX 


ИЗМЕТ Tho wicked Professor has kid- 
паррей Kitty, and ifs up to Fele to track then 
down through une stages! Whether you re fying 
planes, driving tanks, or pouncing from platform 
to platform, the action never stops! 


ЖАШИК How for can you go without 
picking up any Magic Bag Power-Ups? 
1 Past Poindexter 
Past Gulpo 
To the Professor 


SYSTEM: NES 

GAME ТҮРЕ: Comite Action 
# OF PLAYERS: 1 
RELEASED: 1492 


1992 Hudsen Soh © Felix the Cat Fudan Ine 


уа гази POWER CARD HAT ; 


warrior sets out io avenge his father's murder, 
and you're in the gunners seat! Battle powerful 


DEE qo, for can you get without 
using Bombs? 


Меден: Thanatos an Easy Laval 


Intermediate: The Moon оп Medium Level 


Nintendo Super Power Club 
РО. Box 97044 
Redmond, WA 98073-9744 
1 The winning combination of Trading Cards 
2Your name address end phone number 
3 Your Club Membership number 
4 The correct answer to the following question 


if Firemen Mickey can pump 35 gallons of weter per 
minute, how many gallons can he pump in 15 minutes? 


Entnes must be postmarked no later than January 16 168 
end must be received by Nintendo r than January 25 
1583 Nintendo s not responsible fr lost late must 
moomplete or legible entres 


‘Employees and immediate 

stes and egents are not eligible to 

participate Any Trading Cards ihal ere reproduced. tampered 

with eltered or тобед or changed ın any way от contain 
printing typographical, mechanical pr other 


POWER CARD #14 | 


Alice stu su 


МИСС Ya are the legendary 
Firebrand, defender of the Chau! realm, and now 
yur lanl has baon invaded by evil from arether 
dimension! Ue the pewers of fire and Night ae 
wi progress ihraugh action levels and APG-Hike 
SUCUS. 


Ru 
Dd 


Try ta male it rough the first 


COMPANY: 
© 1990 Capcom USA Inc. 


POWER CARD #26 


EE | 


MSI jr up to сае tn save the 
Fantasy Kingdom trom the wicked Wizard King! 
ES be rey breath пд аанай on ln 
this great puzzle adventure! 


КИШИНЕП feres tho passwort to the 
Special Levels: Fog АХ. Try to beat all 30 
Special Rooms using only- 


Two continues 


E 
% 
б 


™ & © 1930 пел Am 


btamed through unauthorized channels 
prohibited by law where taxed от where d 
г f numbered Trading Cards by mail 
soif "add г envelope including a hand wi 
1equestio 
Trading fe 
cash el any prize АЙ ent 
become prope ite retail value of a 
Super NES Game Pak is $50 the combined г rata lue al 89 
Super NES Game Ра All 
d actuel number of 
af na ene есе 

00 


ot 
responsible for 
able 


unos NES ttle that may h 
ail outlet бете 
Nin 
де! working bi 
chosen by the Nintendo Power staf 


Empire 
15 on the move again, and H's up to умно stop af 
Pilot the famous R-9 through seven stages of fin- 
ger-blistering action inthe greatest R-Type 
adventure yet! 


Lon Ë 
using only your regular gun and without picking 
др any Power-Ups on- 


Novice: — Essylovel 
Intermediate Normal level 


viaa 


BIGUPIIA Mario Land has been taken 
over by Man's evil alter-ego, Waria! Travel 
through the one af the Mano's Inggest adven- 
tures ever m this awesome Game Boy block- 
buster! 


КИШИ 7, clearing ай ofthe stages un 
тета 


Turtle Zone 


© 1992 Nintendo 
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GET АВ FREE GAME CARD & FREE E BREADSTICKS! 


) SETA SCRATCH WIN GAME CARD АН рае $ 


*1000 sur NES" SUPER SETS WITH SUPER MARIO 
R MARIO KART™ 'AKS. TYIT BREAD 
«1500 c^ GAME BOYS? WITH TETRIS” GAME PAK. UNLIMITED m 
+9 MILLION vivens ors o 55 $ 
OCA СОГА CLASSIC!” ы NOBODY 
Дере pc chos be US өлгі жанаса Qa y ode mati bare ann a ep IB KNOWS 


LH botamos 





Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 


000484089е98. әсе» 


